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Gremlin's gas guzzlin'
limit breakin' tyre
squealin' SEQUEL!

CHOPPER /

Core's nderhawk
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outguns the enemy. Jimmy White's |

Whirlwind Snooker. |

EXCLUSIVE! ’
BULLFROGGER |

Amazing secrets from the
PowerMonger team. ™
TRICKS "n' TACTICS

_ A Playguides, pokes and cheats for: |
5 x‘ : Gods, Monkey Island, |
j'? Super Mario World, Space Quest IV,
- : e& 1 - \ Prince of Persia, Strider.
\ .

LATEST TITLES PREVIEWED & REVIEWED INCLUDING: EYE OF THE STORM, MEGATWINS,

THUNDERHAWK, JIMMY WHITE'S WHIRLWIND SNOOKER, CASTLES, CENTURION, ALIEN STORM, |‘ ‘
MAUPITI ISLAND, BEAST BUSTERS, ELF, WILD WHEELS, HATRIS, G-LOC, HALLEY WARS, PACMAN, h

PSYCHIC WORLD, R-TYPE 1l & SUPER R-TYPE FACE OFF ...AND MANY. MANY MORE!
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Surely this cannot be. Bullfrog, top developers
of brain-games like Populous and PowerMonger
long to produce their own Frogger game? What
on earth i going on?

But no. Straight up, on the level, no messing.
We're on the up and up. This, dear reader, is the
game Bullfrog would really like to produce.

In the first in an occasional series, we ask
rated programmers how they would, with the
benefit of their silky smooth techniques, put
together their favourite games of yesteryear.

Turn to page B6
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SHOCK "- -I-O USI Odd, isn't it? In the entertainment business
+ these days you can't move for shocks. It's a
roaring trade again. What with Patrick Bateman chopping up old
flames in American Psycho, Henry doing for all and sundry in Portrait
of a Serial Killer and all yer top rappers singing about flashlights and
shootings, the public's appetite for visceral thrills seems boundless.
And yet software would appear to be taking definite steps away from
this aspect of its supposed sister industries. But is it necessarily a good
thing? Shouldn't older gamers have the opportunity to buy games
which would pump their adrenalin just a little bit faster? Whatever else
you might think, it'd make an interesting change from stacking hats.

features

24
27
-] Snocker loopy nuts are we. And so 32
will you be after you've read the
review on Page S8,
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SCARY MONSTERS

ACE visits the Planet of the Gamers, a strange,
disturbed world who's inhabitants have evolved
after centuries of playing particular types of
games. Anything but a pretty picture, its a
white knuckle voyage into the hearts and
minds of an alien nation. Well, alright, perhaps
not.

QUESTION TIME

The ACE readers, we know, likes to pride them
selves on a higher degree of industry knowl-
edge than most. And here's the chance to
prove it.

DIGITAL PICTURES REVISITED

You've seen their graphics! You've seen their
faces! And now you can hear them speak!
Intrepid reporter Rovin' Dave Upchurch licks his
pencil and asks the questions.

COIN OPS

John Cook feeds the latest slots and offers his
considerable wisdom as to the most recent
developments in the field.

VIRGIN CONFERENCE

Virgin Games open their doors to perhaps the
most motley crew of visitors it's ever had the
"pleasure® of looking after - ACE readers! Read
about their horrible ordeal of free crisps and
Coke and goodie bags - if you dare!

IN THE WORKS

A further three games currently in, if you must,
"development” get the critical eye treatment.
®otus 2 ®Eye of the Storm @ Mega Twins

REGULARS

ACE GAMES NEWS

Rik Haynes scours magazines from around the
globe, cuts them up and makes up some appro
priate captions.

ACE TECH NEWS
Gadgets, widgets and gizmos. But absolutely no
printer cables or disk box holders, thankyou.

LETTERS
The write stuff.

TRICKS'n'TACTICS

This month’s lucky games to receive the envi
able T'nT treatment are Gods from the Bitmaps,
Monkey Island from US Gold, Super Mario
World on the Super Famicom, and Space

Quest [V from Sierra. We'll also be paying a
return visit to old friends Prince of Persia and
Strider.



As an &lite member of ‘"MERLIN' you will be employed specifically to defuse
crisis situations around the world without provoking full scale war.
Control Thunderhawk in what is proclaimed to be “"The fastest 3D graphic
system to appear on any home computer’”.

Available on
ATARI ST,
COMMODORE AMIGA
and P.C.
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Some good news for those
players who have atready
conquered Casfles from
Interplay and Electronic Arls,
An add-on datadisk - packed
with extra missions, castles
and scenarios - will be out in
bate September for around
£15. EA contends Castles
was one af their biggest ever
ship-owts for @ PC fitle. Tum
o page 56 if you want to find
oul more. .

Taks the A-Traln books somewhat familiar to us Sim City fans,
but the recipe’s 3o good, who's complaining? (Many thanks
to lapan's Log-in magazine for permission to use this
ilhustration)
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Rik Haynes with more out of this
world stories...

Take The A-Train

If you're bored with being a Railroad Tycoon, why not take the A-Train?
This lively locomotive simulation is steaming its way over from Japan.
simCity creator Maxis has picked up the European and North American
rights and is initially working on a PC adaptation which it hopes to
release early next year,

Superficially, A-Train from Artdink is the
Japanese version of the popular Microprose
game - except in Railroad Tycoon you just tried
to get rich, with the Maxis release you're trying
to be a good city administrator. You have to
raise money, buy land, put in your rail and run
the trains. Simple, eh?

“This is sort of a living train-set,” asserts
Maxis boss Jeff Braun, “You can just let it run
and see the trains moving around and the
buildings growing and shrinking. There's all
kinds of detail going on. Keep an eye peeled for
the amusement park and ski areas.”

The Rescue Of Princess Blobette

The blob is back! Continuing the story of the award-winning A Boy and His Blob, The Rescue
of Princess Blobette for the Gameboy has been licensed by Nintendo itself for release in

Europe later this year.

Jellybean-loving alien Blobert and his Earth-boy companion are back in a brand-new
adventure taking them to the Royal Castle of Blobolonia. Navigating the traps and secret
rooms, the player must rescue the Princess from the

clutches of an Antagonistic Alchemist and eat as many

jellybeans as possible!

Absolute Entertainment’s The Rescue of Princess Blobette
is the creation of David Crane. This veteran video games
geezer gave us the memorable Pitfall, Ghostbusters and
Little Computer People when he worked for Activision.
Crane is now completing development of a new Simpsons

Gameboy title for Acclaim.

# Boy and Blobert tackle the Antagonist Alchemist on the Game Boy

N

Star Wars - resurrecting soon on a pixellated screen near you

Star Wars

ACE can exclusively reveal Lucasfilm Games
in California is secretly working on a Star
Wars flight simulation based around the
renowned motion plcture.

Many of the best designers and
programmers at Lucasfilm Games have been
assigned to the project which focuses on the
rebel X-Wing fighter flown by Luke Skywalker
in the original movie. Although development
has hardly begun, an insider suggested the
game Is already looking like a potential
blockbuster. He told us the graphics engine
found in Secret Weapons of the Luftwaffe
(reviewed elsewhere in this issue) has been
refined beyond recognition and used to
create the realistic imaging of Imperial Tie
Fighters and Star Destroyers. The Millennium
Falcon may even make a speclal guest
appearance along with a few Star Wars
characters like R2-D2 and C-3P0.

Lucasfilm Games has previously enjoyed
considerable success with Their Finest Hour
and Indiana Jones and the Last Crusade
games for the PC, Amiga and ST.
Birmingham-based US Gold handles these
prestigious products in the UK.
Unfortunately, nobody there could throw any
light on the matter of an X-Wing sim.

Sue Seserman at Lucasfilm Games
confirmed the existence of the new Star
Wars project but added the company isn't
‘definitely committed® to it... yet! If the go-
ahead is given, PC players could be
attacking the Death Star within a year.

Meanwhile, French firm Ubisoft is devising
a Star Wars title for the Nintendo Gamebaoy.
Indications are that this handheld game will
be similar to the NES console adaption of
Star Wars - due for an autumn release from
Lucasfilm Games and JVC Musical Industries
(see ACE 42 for further detalls). A
spokesperson for Ubisoft said the movie is
like a big video game and Star Wars will be
one of the most exciting Gameboy titles
available.
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Robocop 3 is coming to the
Super NES In the first quarter
of 1992 thanks to Ocean.
“Join the homeless of
Detrail, * 50 the sales-pitch
goes, “as they battle the evil
Splatterpunks and Rehobs
who are trying to bevel the
city. Keiko an eleven-year-old
computer wizard will help
you and your armaments
save the cify.”

Leather Goddesses of Phoboas 2 from the legendary Steve Meretsky. The concept worked pretty well in text only fermat - heaven
knows what we'll be seeing in the multimadia version

pemm===2 Leather Goddesses Of Phobos 2:
The Gas Pump Girls

and 5T is belng described as
an ‘Ultima-beater’ by
Gremlin and Imagitec.
Are you ready to be whip-tickled by the Gas Pump Girls? Activision |s set to launch Leather
Bl ¢ oddesses of Phobos 2 onto poor unsuspecting PC adventurers. A CD-ROM version Is also on
the cards.

The state-of-play has dramatically changed since the release of the original game. To
compete with the likes of Sierra On-Line and Lucasfilm Games, Activision has enlivened the
sequel with 256-colour VGA graphics, ‘hundreds of scenes of animation’, digitised voices and
music, a point-and-click interface and characters which can speak five languages through the
usual sound boards. The first Infocom Multimedia Adventure Game has been designed by Steve
‘Zork Zero' Meretsky.

Like a typical B-movie, Leather Goddesses of Phobos 2 sees a small ‘50s American town ter-
rorised by a meteorite and an alien invader. Only the military and a group of attractive gas
pump girls can save the day. Ugly girls just couldn’t do the job, obviously!

Activision Is Including a ‘Free Life Size Sound Enhancer’ widget to play sampled sounds
through the parallel port on your PC.

| |
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Video games supremo
Nintendo is now ranked
amonyg the top thirty
Japanese companies. Ahead
of Nissan Molor, Ploneer
Electronic and Japan
Airlines. Within grasp of
Sony, Fujitsu, NEC, Toshiba
and Mitsubishi Heavy
Indusiries.
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Games looks set to continue the confusion “At the moment we're trying to decide

but hopes that's where the similarity will what to do,” verifies David Bishop at Virgin

end. Games, “It's going to be decided when we
With developers In the USA and France get a playable verslon of both games.”

Dune

Before he created Twin Peaks, cult director

David Lynch attempted an epic sci-fi movie
based on a Frank Herbert book. Dune may
have had Sting and Spice but the result was

writing two separate strategy titles, Virgin
Games still iIsn't quite sure about this
mammeoth undertaking. How would you tum a

News wonders guite how the massive flop
"eult” movie will end up In computer form,
but Is keen to see the results nonatheless.

Dune should be available in spring 1992 on
Amiga, PC and 5T.

complicated novel into interactive
entertainment?

confused and catastrophic. With two comput-
er games concurrently in the works, Virgin

The Chaos Engine

Those busy Bitmap Brothers are readying another release in the
depths of London's East End. The Chaos Engine has very little to do
with fractal geometry theory and instead mixes ‘the finest points of
computer role-playing games and classic Bitmap Brothers action’.

Players control up to three characters with individual abilities and
weapons on a look-down eightway scrolling arcade adventure to
destroy the dastardly Chaos Engine and a horde of creatures.

“These monsters employ intelligence and cunning using a unique
form of behaviour modelling,” claims a spokesperson at Renegade
Software. “Additionally, the game encourages teamwork and charac-
ter management”

The development group has oodles of experience with top-selling
games like Speedball 2 and Gods. Eric Mathews and Phil Wilcock are
designing The Chaos Engine, Steve Cargill is punching the code,
graphics are the responsibility of Dan Malone with music and sound
effects provided by Richard Joseph.

The Chaos Engine should be available this winter.
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Plan 9 From Outer Space

Generally regarded as the worst film of all time, Plan 9 from Outer
Space is coming to the Amiga, PC and 5T early next year courtesy of
Gremlin.

Enlisting the talents of a few ex-Cinemaware programmers in
Ireland, Gremlin is busy converting this 1959 black and white sci-fi
shocker into an action adventure. The team reckons this game-of-
the-movie will be unlike anything you've played before. “We don't
want to make the usual mistakes made by our competitors,” con-
firmed lan Richardson at Gremlin, “We're taking our time on this
project and aim to get everything absolutely right.”

Finding the holder of the rights to Plan 2 has proved to be a task in
itself. The production of the original movie was plagued by problems
and a severe shortage of cash and talent. Tragedy struck after only a
few days of filming when leading actor Bela Lugosi suddenly died
and the director ended his career writing pornographic novels. Will
Gremlin face similar problems?

Fans of Plan 9 will be pleased to hear Gremlin will include a video
featuring edited highlights of the movie. Additionally, there are
rumours of a West End theatre production planned for later this

year.
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FILTH-O-METER

1
Laffer Utilities
The programmers at Sierra On-Line are continually larking around
50 they've come up ‘the ultimate in productivity software’ for your
office PC. Laffer Utilities is an off-beat collection of programs
designed to keep boredom at bay.

“Now you can efficiently waste time at work,” remarked a
spokesperson, “pretending to be hard at work while you actually cre-
ate lotteries, play games and read jokes.”

The database of gags, supplied by ol’ Leisure Suit Larry himself,
can be fine-tuned by playing with the humour level and ‘Filth-O-
Meter’,

A built-in safeguard feature in Laffer Utilities immediately changes
the screen display, just in case the boss suddenly looks over your
shoulder.

Dan Dare

The Pilot of the Future and his falthful companion Digby are to star in
a multkmillion pound serles for television, so Virgln Games is consid-
ering re-releasing thelr Dan Dare computer games to take advantage
of this renewed interest in this seasoned comic book hero.

Zenith, the acknowledged TV production company behind Inspector
Morsa, Is pumping huge amounts of cash into the shows which
should air on ITV early next year.

Virgin Games has supposedly retained the computer game rights to
Dan Dare, though a spokesman for the firm said he doubted they will
do a new game to coincide with Dan's TV debut. “We might got for a
special compilation package,” he announced, “Dan Dare |l was my
personal favourite.”
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Complimantary peanuts are no longer enough! Faced with
flight baredom, passengers are demanding ever more forms
of high-tech lelsure. Systenis like Skyview, s compact TV and
VR built into the armrest, puts passengers in control of
thieir own entertainment so they can watch videos in the
comfort of their seat.
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Video Games :
Flying business class on Japan's All Nippon 3
Airways certainly has its benefits, namely free § 3
video games! Passengers on long trips from
= = London to Tokyo are treated to luxurious seats
m Who's PUShlﬂg the E"UEIGPE of with individual TV monitors and a wider choice | :
ire details ha i = - = of stereo channels offering high-quality CD §
voreaealis e artoced — @j@ctronic wizardry? Rik Haynes e < N Bt
drive for Sega's Megaddrive finds out... Konami, a respected Japanese software house, § -
ﬁﬂlj.{::::;t}jm = s has created six video games for the airline §
system, the Mega-CD) can 5 imi*luding uhm]uudr convers';un of ttfhc' Guimehr:r}r \
scale and rotate spriles cour- title, Quarth, and a popular golf simulation.
tesy of a built-in 68000 PUttl n 0“ The POIygo ns Little is known abnutF:hE uctugl system except :
e - Mink elaing %o e N behind in the race to create virtual realitles, the software runs on Sony screens. Now you
of buffer RAM t0 sp::;’ " Japanese coin-op glant Sega is now developing spectacular polygon- really can join the mile-high club! I
things up. Roughly thirty pumping visual technologles. These could hold the key to a new For reservations or more information contact
games are currently being generatlon of arcade gaming. According to leading Sega scientists, your travel agent or All Nippon Airways on
developed for the Mega-CD e humble coin-op will soon be showing sophisticated computer (071 495 7667).
in Japan, North America and Thi
Europe. Sega told ACE the generated Images similar to those normally seen in movies and h
machine will be available In  Military filght simulators.
the UK next year. Apricels  Most sprite-based titles, typified by Sega's Out Run and G-Loc, tend o
yet o b . to be simple driving and flying games where the programmers manipu- a a el
_] late motion objects to create the illusion of speed. ~ pa
Designers of games utilising photorealistic polygon graphics can cre- . for
ate thelr own worlds for piayers to enter and experionce. Right now,  Better known for toy trains, Homby is ‘on g
complex polygon-based games are expensive to develop and produce, the beat’ with a portable drum machine. m;
but systems like Microprose’s F15 Strike Eagle and Virtuality from W. Rappa is the size of a Walkman and consists -
Industries are showing the way. of one large pad for the bass drum and four - an
“We're working on a very powerful system right now,” claims a Sega smaller pads providing snare, tom-tom and P
spokesperson, “It's simply a question of improving polygon-generation cymbal sounds. Each of these four touch-sen- S
sitive finger pads can be varied to produce ar
two other percussion sounds such as an elec- de
tronic snare, cowbell, clap and carnival ne
V' d P L. easy to use electronic sketchpad for kids whistle.
l eo alnter with a spare £80 in their piggy-bank! “Now you can rap to your favourite rave
Connected to a normal TV set and with the latest and most sophisticated chi
Not everybody needs or understands the operating on batteries or a 9V AC adaptor,  technology,” suggests a wir[:u.ed-in P
latest font editor or sprite animation Video Painter provides the young artist with  spokesperson for the company, “So next time
package for their computer. Video Painter twelve bright colours and six different you're listening to a groove, remember to
from Vtech Electronics (0235 patterns to play around with. There is also  strap a-Rappa to your stereo and boogie-on-
SN A ____cenmmy an extensive library of over 50 predrawn down."
on® bt Py images including vehicles, fantasy I can't believe they
eet® (1 %ﬂﬁ'ﬂ' & characters, people, animals and shapes for said that, either!
/ aet® OF ™ '3 those poor unartistic souls who need a help-  Rappa costs £30.
7/ i ; “ ing handful of pretty pixels. For more rap
L5 “Added entertainment is provided by the and chat
animation mode which brings objects to write to
life,” promises a spokesperson for Vtech Hornby,
Electronics. “As if that were not enough, Westwood,
Video Painter can also connect toa VCR  Margate,
for picture storage with no extra Kent CT9 4]X.
/J attachments required.”
Drurm along to
- wviech Electronics is trying to tempt three-year-old your favouwrite o
pixel picassos with the Video Painter electronic tracks with T
shetchpad. Hornby's radical
“ BDWAMCED COMPUTIN ENTERTAIRMERT




Digital Art

Verbum, the Journal of Personal
Computer Aesthetics, has
launched a CD-ROM magazine
which features a showcase of
animation and interactive
multimedia works, interactive
columns and feature stories,
with music and Images from
musicians Todd Rundgren and
Graham MNash, and several recog-
nised electronic music
composers. This is the perfect

way for you to experience the sub-culture of electronic art.

“Verbum Interactive allows the ‘reader’ to interact with the

magazine in a way that has never before been possible by making
's sound, motion and interaction with the magazine's contents available
in a free form, reader selectable way,” chirps the cheerful publisher,

Lﬂf;p]:::_f; i “We're pleased to be playing a catalysing role in this exciting field of
ips };mm converging media.”
:mus e The first two-disc Verbum Interactive edition contains over 500

B hoice megabytes of text, graphics, sound, animation, 20 minutes of music
tracks, 60 minutes of audio interviews and 150 pages of printable

py O text. It costs $50 and requires a Macintosh SE30,/11 with 5SMB RAM,
s, | 8-bit colour monitor and CD-ROM drive.
B i Verbum plans to launch a regular quarterly subscription service in
Gameboy early 1992 with editions for Macintosh, MS-DOS, CDTV and CDi.
Rilation. Write to Verbum, PO Box 12564, San Diego, California, USA for
m except further information.
Now you | ®
- | EXpansions
ways on
! Things really get new age with the Expansions pattem generator for
| the Apple Macintosh. Based on geometric modules which contain
I crystaHike rules of growth, viewers have interactive control over the
creation and modification of these modules. Thus a vast number of
patterns may be quickly created, making Expansions the perfect gift
for architects, clothing designers and illustrators seeking inspiration.
$ ‘on Thesa strange patterns grow within a 1280 by 1280 pixel array and
ine. may even be grown inside the artwork of imported MacPaint compati-
onsists ble documents for crystalline chaos. Expansions is priced at §79.95
d four and comes with over 100 predefined pattern definition files and a 132
m and page illustrated manual.
ich-sen- Author John § Stokes Il has been updating the software since 1985
wuce and his company Pixel Pathways (0101-619-294-8686) is currently
an elec- devising other forms of 21st century computer aesthetics to ‘open up
al new creative possibilities’.
rave
1 chip
oyt time
T to
jie-on-
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caption for pic supplied in xpress library (choose which one)
Thase fully grown Expansions patterns were imported into a paint program and coloured,
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Panasoic Digital AV Mixer

If your home videos are looking a little tired, why not try Panasonic's WJ-AVES? This Digital
AV Mixer can tum out a varlety of special effects like fading, stroboscoping, audlo mixing and
96 wipe patterns. The Picture-in-Picture function enables you to fit an entire input image Into
a smaller area of a rectangular wipe pattern. Wipe scrolling direction can be selected and

Swobascaping your even reversed to provide greater interest.

wedding video is just ona
of the bizarre digital tricks
passible with Panasonic's
WI-AVES Video Mixer.

Panasonic sees the device as a great advantage over existing equipment thanks to the
wealth of easy to use features built Into the WI-AVES. “It's packed with technology to provide
many Innovative effects,” assures the company, “Video Editing has become real fun!”

The next time pou buy a
birger, fries amd strawberry
shake at Burger King in the
USA you may find yourself in
the midst of a Cable News
Netwark with television mond
tars and safellite dishes
recounting the lates! news,
entertainment and
advertizing in an endiess
seven-minute cycle. Rival fast
food chain Pizra Hut has
already run successful experi-
ments with video fukeboxes
at three outlets in Chicago.
And they say it could never
happen over here...

Rl

: a2 48 Stereo Replay

This Desert Storm multimedia magazine is the first of many CO-ROM projects from Warnaer New

E:sert Storm On CD-ROM

Unlike any war before it, the Gulf War encouraged the use of startling
information and communication technologies. News reporting via
satellite link-up came of age during the conflict and now Time
Magazine has ploneered a new form of publishing with Desert Storm:
First The Draft of History.

This multimedia magazine on CD-ROM Is a Joint venture between
Time Magazine and Wamer New Media giving you a week-by-week
look at the Gulf Crisis via an ‘extraordinary volume of war-related sto-
ries, reports, photographs and maps’.

Information junkies will be slobbering over their Macintosh because
the forty-dollar disc contains more than 6,000 screens of information,
including exclusive audio reports and other unique material
previously unavailable to the general public.

“Eventually, electronic journalism should find itself sold on
newsstands,” says Wamer New Media's president Stan Comnyn, “The
next step would be transmitting it to home recorders via cable.”

Developing a good multimedia product requires a lot more painstak-
ing planning than say a book, play or film. After the idea is struck
upon, an interactive designer decides how the product will work,
what the interface will look like and, crucially, how the user will navi-
gate through the disc without getting totally lost in a mass of
multimedia.

Warner New Media is currently working on a number of projects
with other divisions of publishing giant Time Wamer such as
Time/Life Books, Sports lllustrated, Time Magazine and DC Comics.

“Multimedia has become a revolution just as The Talkles and
Technicolour revolutionised Hollywood,” proclaims a spokesperson,
“By developing new forms of information-rich entertainment from
mixes of graphics, music, interactivity, animation, computer control,
narration and video, Warner New Media is defining future home enter-
tainment.”

“ ADVAMCED DOMPUTER EMTERTAINMENT

[s the Stereo Replay the first stereo sound sampler for the Atari 5T
range of computers? Microdeal certainly thinks so.

“This completely new hardware cartridge contains dual analogue-
to-digital and digital-to-analogue convertors to ensure the ultimate
in 8-bit sample quality,” and there’s more, “The twin phono outputs
provide the user of a standard ST with high quality stereo output.”

Stereo Replay costs £90 and comes with a Stereo Editor program
which allows you to manipulate mono and stereo samples in 8-, 12-
and 16-bit rates. With the Stereo Beat software you can load up to
15 different samples into memory and then play three-channel
sounds out from the stereo ports of the cartridge at the same time.
Groove is in the house, yet again! Microdeal can be contacted on

(0726 68020).

Rapman

Groove is in the house thanks to Casio's RAP-
1 mini keyboard which aims to tap the cur-
rent popularity of Rap and House music
among the yoof of today. “The freshest key-
board ever is one to make your massive
green with envy,” say the hip dudes at Casio.

Now trainee keyboard jockeys can create
their very own meltdown mixes via the built-
in ‘Scratch’ disc, mini microphone, three
drum pads and thirty auto rhythms reflect-
ing the latest dance styles.

Special sound effects are produced by
Rapman's Voice Effecter function which
enables rappers to modulate their voices
approximately one octave higher or lower
than normal.

Rapman RAP-1 costs around £70 and is
available from your local Casio dealer.

Younger fans of Vanilla loe and MC Hammer should like
Casio®s £70 Rapman keyboard with its built-in ‘Scratch’ disc
and rap beats.

e |

GAME SOUNDTRACKS

Get ready to throw out your
Chesmey Hawks CD .\im_p'ﬂ:
because there's a new form of
music on the scene,

Newcomer Digltal Dreams
has remirved famous Amiga
gasmee soundiracks info a series
of compact disc collections for
eight quid a go. Each CD
features approximately 4.5
minutes worth of music from
leading software compdanies.
K-Tel and Teledisc eat your
hearts out!

“This idea will inject extra
enthusiosm and exciternent
irifo [he n:urrj[ml'rr market,
believes Simon Palmer at
f]ig.irrr] Direamis, *Who krmows,
mayhe in a few months time
we'll see people getting down
i one of these tunes on Top of
the Pops.”

More ulrrlp.i.'u“l:lrr.'u QR OFt
their way, including sournds
frorm video QUHTRES O the
Megadrive and PC. So if you're
after a DAT 48KHz remix of
frnFr-:r'\._-.qun;JJr Switchhlade 2,
Awesome and Shadow of the
Beast, talk to Digital Dreams
o (0602 F54991) and tell
them ACE sent pouw.

i oozl
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* All new graphics - the latest advances in 3-D technology!
* Dynamic Intelligence™ - the better you fly, the better your foes fly!
* Totally new challenges - including bombers, tailguns and more!
* Instant replay - get an audience-eye view of the action!*  *
-+ Digitized speech - unique voices for every character!*
* Cinematic storytelling - you're the star in a whole new story!

Last year, ORIGIN defined the
state of the art in computer games . . .

Now, we're doing it all over again.

FEOPIGIN

We create worta

' L]
For M5-D05 w /640K (= EMS Memory required for Instant replay and digitized
speech); 256-color VGA of 1 6-tolor EGA; AdLib, SeundBlaster and Rolond sownd,
SoundBlaster req'd for digitized speech; mouse, joystick; hord drive required.
SoundBlaster, Roland MT-32/LAPL-1, Adlb ore registered rodemarks of Creatres
Musie Labs., Reland Corp., and Adlb In. respechively, Wing Commandas Il is &
trodemaork of ORIGIN Systems, Inc. © 1991 ORIGIN Systems, Inc.

For your local dealer, contact:
Mindscape International Ltd,

The Coach House, Hooklands Estate,
Scaynes Hill,

West Sussex RH17 7NG.

Tel: D444 831 761

-l
%
g O N

MINDSCAPE



| Letters

ANYONE FOR
FOOTBALL?

| just thought I'd write and tell you about our
Cormputer Football compo we are running in the
Merseyside (mainly Liverpool) area. We will be
staging a compo to win a Sega Megadrive some
time in December. The compo will be staged
sometime in Liverpool and we are looking for
people to enter.

The compo will use Kick Off and Kick Off 2 for
its knock-out round and use STs only (they are a
lot faster!). If you could mention us, we would be
grateful.

We only ask that the competitors bring their
own joystick and the entrance fee is five pounds.

Merseyside Computer Football Association
(M.C.F.A.)
28 Watergate Lane
Woolton
Liverpool
L25 BOJ
Tel: 051-428-2280

Well, how about it? If anybody reckons
themselves a bit and would like to try their luck,
give it a go. We're not too sure about your claims
of the ST version being faster, though.

AND ANOTHER
THING!

I'm sorry to tell you that my letter is yet another
one that is going to complain about one machine,
in defence of another.

| am referring to the Sega Megadrive, Atari
Lynx, Super Famicom and all that rubbish - these
consoles are filling up your magazine like
nobody's business, and what do we get? Terrible
screenshots of someone kicking hell out of
someone else, badly written reviews about the
same old games, games that might have looked
good about eight years ago, but now, in their mik-
lionth re-incarnation, are looking slightly less
attractive to say the least.

I'm not saying you should completely cut
consoles out of your otherwise excellent mag

14 icvancn COMPUTER EMTERTAINMENT

(although it would be nice...), just tone it down a
bit - balance the reviews a bit more. If ACE
stands for Advanced Computer Entertainment,
why are you supporting machines like the
GameBoy and GameGear! They may be portable,
but speaking from experience, | can say that the
majority of games on the GameBoy (Tetris
excluded) are completely unplayable - the
graphics are tiny and blurred, the sound is awful,
no doubt the GameGear is the same.

It seems that the only real way forward for
games lies in the hands of the PC, and maybe
the Amiga. While the Megadrive may deliver
impressive aesthetics (though nowhere near as
good as a VGA PC with a sound board), it is quite
obwiously limited only to shoot'em-up games.
Although various manufacturers will try to tell you
otherwise, consoles are no good for playing
decent, long-lasting games on, such as Sierra
adventures, or Ultima type games - platform
shoot'em-ups are not longdasting games, no mat-
ter how good they are.

| know there are many people out there who
will disagree with me totally, but there are also
people who will agree with me - most of my
friends prefer proper computer games to
consoles. | know a good PC will cost you nearly
five times as much as a Megadrive, but prices
will come down very soon, and it will be a matter
of comparing the Megadrive's lower price to the
superior features of the PC.

Piero Serra
Northampton

50 ACE has terrible screenshots and badly
written reviews, but the magazine is excellent?
Sorry, but those two statements would seem to
be mutually exclusive. That means that can't both
be true, Mr Serra. Just what is the problem with
console games anyway? The fact that you're hav-
ing a go at the Sega GameGear without even hav-
INg seen it working is a bit rash, don't you think?
And the GameBoy, unplayable? What about
games like Choplifter, Super MarioLand, Hunt For
Red October, Tenms, Qix and many others too
nurmerous to mention?

Isn't it funny how people always believe that the
way forward for computers is with the machine
they happen to own? Now we ourselves have high
hopes for the PC, but when you start on about
how much better it is than the MegaDrive even
though by your own admission a decent model
costs five times the pricethe comparison seems
a little useless.

You mention that while people (such as me)
disagree with you, many people will also agree

with you. Well, let's see how many people leap to
your defence over the next couple of months.

OUTRAGE!

ACE - you are my only hope! |'ve suffered in
silence for so long now that I'm on the brink of
doing something psychotic.

What is making me so mmmmmad? What has
got my goat? What, at the moment, is sitting
so squarely on my wick and sticking right slap
bang in the middle of my craw?

Shopkeepers.

Now don't get me wrong. I've had plenty of
experience of perfectly decent shopkeepers
who inhabit our shores, but | seem to find the
“standard” (what a joke!) of service provided in
the computer shops in the UK,

At first | thought it was just me. | lived in
London until recently and sort of expected the
rude, discourteous and unhelpful service
provided in Centra London,

But I've recently moved into a far quieter part
of the world (I'll refrain from saying exactly
where, in order to spare the embarrasment of
store owners in the area) and | couldn't believe
my misfortune.

For a start the shops seem to be staffed
entirely by either pre-pubescent boys with only
the slightest knowledge of forthcoming releas-
es or stupid old men who seem to think that
just because I'm female | don't have the slight-
est idea about anything one of these people
actually tried to convince me that a Sega
Megadrive was simply a Master System for the
American market, and it was a bit of a waste
of money. What a codncidence that they only
had Master systems in stock.

I've also had cause to complain a number of
times about faulty disks. Mow, I'm fully aware
that many software companies provide
replacements, but I'm also aware that it is the
owner of the shop's responsibility to provide
goods of a saleable quality. | don't take kindly
being told that my son (who doesn't axist,
unless I'm very much mistaken) has "Probably
already made a copy of it and just wants a new
game."

In a word I'm disgusted. If you purchase a
dress or a clock or a record, a portion of the
outlay, it's nice to believe, is intended to
ensure a decent treatment by the people who
are taking your money,

Mavis Nicholson
Address witheld by request
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This isn't the only letter we've had from ACE
readers who are disgruntied about the poor
standard of customer service in computer
shops. What is most horrifying is that the prob-
lem doesn't seem to be isolated to just a few
cowboys - even the supposedly reputable
shops are apparently doing a lot less less than
they could to ensure that th

a square deal. There is an organisation ¢
MNASCR (the National ciation of Sp
Computer Retailers) which is supposed to

keep a watchful eye on this sort of thing, but
things obviously aren't working out if this kind
of shoddy service is still the best punters can
expect.

Have you been on the sharp end of a foul
mouthed and acne-ridden penciknecked shop
assistant? Or bought a game only to find that
there was no disk inside and been told when

you take'? Or
actual physical abuse by a retailer or shop
stant. We're keeping a dosier of
aints here at ACE, so if you think there's
something we should be told about, write and
let us know.

A SOUND
QUESTION

LETTERS

looking for a sound board. There seem to be
our on offer: the Roland, AdLib, Soundblaster
and SoundMaker II. Could you tell me what dif-
ference there is between them and which one
mpatible with the most games.
It seems a shame that computer manufactur-
concentrated on providing excellent

Era and improving performance, and
have neglected the sound. Every computer
manufacturer | went to offered a whole range
of processors, hard disk drives and monitors,
but not one even mentioned anything about
their computers' sound capabilities. Not every-
one does word processing or the company
accounts all day - not even the accountants!
Game sound effects seem to be at the bottom
of list of most software houses as well.

I, and I'm sure many others would welcome
the day when sound wasn't just added as a

ADVANCED COMPUTIR ENTERTAINGENT 1-5




LETTERS

token effort. After all, sound could make or
break many games.

James Westcott
Woking
Surrey

Iit's all quite simple, really. Roland delivers that
is generally considered the highest quality
sound with its MT-32 and LAPC-1 boards.
They're effectively fully-blown MIDI systems, so
you can generate professional-quality music
with the right software and apparatus, as well
as play games. But be warned - they're VERY
expensive. The AdLib is slightly lower in sound
quality, but is substantially cheaper. Finally, the
Sound Blaster, which produces sound roughly
equivalent to the AdLib in guality, is the cheap-
est and is rapidly growing in popularity. As far
as compatibility concerned, you'll find that the
vast majority of software, particularly the US
stuff, supports all three formats. So it's just a
matter of personal choice and how much cash
you're willing to lay out, really. Crank it to the
max!

TS SONIC, GUY!

A few words about Sonic the Hedgehog.
Firstly, in your review of the game you called
the bad guy Dr Eggman when he is actually
called Dr Robotnik, and the sixth level is actual
ly called Scrap Brain Zone and not Clockwork.

Alsa, there is a time limit of ten minutes
which may be a problem to those exploring a
new act but is plenty of time once you know
what you're doing. .

Apart from that | agree totally with the review
and it 1s an excellent game.

As | haven't played on the Famicom | realise |
may be talking c* *p here but from the screen-
shots | think that the Sonic graphics are better
than Super Mario 4. The backgrounds
especially look for superior in terms of detail
and imagination. There is, however, one
criticism. |, being a fantastic gamesplayer,
completed Sonic after two weeks of obtaining
the game (smug grin} and have seen the end-
game sequence. This isn't the masterpiece |
was expecting. | don't want to spoil it for
others to say what it is, but with a game as
good as Sonic | would have thought that Sega
could have done much better. This seems to
be the case with a lot of games, computer and
console, these days. Do you in your infinite
wisdom agree with this?

Well, that's it for now. Keep up the great mag
and please send me £2000 for writing such a
brill letter.

Adrian Hopson
Broxbourne
Herts

Hmmmm... we're not sure we agree with you
about the Sonic/Mario graphics. While Sonic is
indeed more detailed, we reckon that Mario
beats it hands down in terms of imagination -

1& ADARNCID COMPLUITER ENTERTAINMENT

it's one of those things where you really have
to see the game in order to understand.
Remember, graphics aren't just about giving a
game a flashy face - really good graphics
actually work with the gameplay and serve to
provide the whole thing with an appropriate
atmosphere. MarioWorld does that more
effectively than any other game we've seen.

So there. And you're right about the Sonic end
sequence, Gamesplayers who lash out good
maney for a game and then spend weeks
completing it are entitled to a decent reward
when they finally complete the game. We don't
like to rub it in, but you really ought to see
MarioWorld - now there's a game with a REAL
end sequence.

Populous I

ting to include these vital details:

Computer owned,

CONDITIONS OF APPLICATION

and back.

IN THE WORKS - LIVE!

YOUR CHANCE TO MEET BULLFROG AND
SEE THE AWESOME POPULOUS Il IN
DEVELOPMENT BEFORE YOUR VERY EYES!

ther magazines may offer you second best when it comes to showing you up-and-
coming games in development, but here at ACE we believe that only the best is
good encugh for you. Before now, the closest you've come to seeing a game
being put together is seeing words and pictures on a page. Next month, however, you could
be lucky enough to see a game in development before your very eyes AND meet the people
behind the magic when we take In The Works into a new dimension. Six people will get the
chance to visit the offices of esteemed development team Bullfrog Productions (creators of
Populous, Flood and PowerMonger) as they put together their most eagerly-awaited title yet -

Not only will you meet the Bullfrog team and see firsthand via live demonstrations how
Fopulous Il is being put together, you'll actually get a chance to put forward your own ideas for
the game! It may sound too good to be true, but you'll be designated special playtesters for
the day, and after experiencing the game, in progress and in action, the Bullfrog boys will
open their ears to listen to YOUR comments and suggestions. If any of your suggestions go
down well, the idea will not only be implemented in the finished game, but you will receive a
credit in the manual as a member of the game's design team! How's about that then? A
special report on the day will appear in the next issue of ACE.

If you'd like to take part in this once in a lifetime experience, you'll have to apply fast as only
six places are available. To get in on the action, write (DON'T PHONE) to us at ACE, not forget-
Your name, address, daytime telephone number and age (must be 15 or over).

Tell us if you've ever played the original Populous before.

Send your entries (postcards or back-of-sealed-envelopes only) to IN THE WORKS LIVE!, ACE,

Priory Court, 30-32 Farringdon Lane, London EC1R 3AL. Remember, there are only six
places, so if you want to be in with a chance, so get that application in the post NOW!

Applicants must be aged 15 or over. You'll have to pay your own travel expenses to Guildford

rxx=xxd







Far AMIGA owners: Possibility of COTV - Compatibility with special

CDTV - Adapter from SOFTWARE CORNER
For PC - owners: Possibility of CD - Rom - Compatibility.

THE BASIC SYSTEM
contains:

Interface, Control Software,
Laser - Disc DRAGONS LAIR

THE POWER PACKAGE
contains: )

Interface, Control Software,

Laser - Disc DRAGONS LAIR,
Laser Disc Player

PIONEER CLD - 1500 (PAL)

or Laser Disc Player A
PIONEER CLD - /1450 (PAL + NTSC)




L GAME

~ Order the Software - Corner - Mavie - Magazin with
over 1000 Laser -Disc - Titles ( PAL ) for £1 (hy
- first order of the LDG -System the enclosed
- contents are free! ) or theSpecial - Catalogue with
40 000 NTSC - Titles english language. Catalogue
Price £ 9.

g INEER CLD 1500
. THE MULTITALENT:

~_ usable besides for the games, as
cngh End - CD - Player ( Audio ),
Je OMavle - machine ( better than

« & SuperVHS excedes High -
E > Denmtmn - TV ),Interactive
Co

!_

y O Teacher by access to High - Tech -

~ Learning programmes, Guides etc.
3?

THE

SENSATION OF
THE COMPUTER
PRESS AVAILABLE

".....a recourceful small firm from
Germany is already further.’
POWER PLAY 6/91
".....Unbelievable! Not incredible
enough a multimedia device, which
also can play music CD's and even
for CDTV - Games is one very well
equipped!”

AMIGA - JOKER 5/91

‘We didn't believe our eyes. Like a
cartoon film the "Dragons Lair' ran
on our Amiga - Monitor. A fluent
animation with a high quality
picture, which one usually equates
with gaming machines.’

PLAY TIME, MAY 91

S O F T
W ARE

- GCORNER

ga
. __salm Mannhelm 1

GERMANY

PIONEER CLD-1500

EH ORDER-HOTLINES: GERMANY 621 /40 23 87 44 47 7344 36 32

TO BE PAID FOR ON DELIVERY / PLS ALLOW 2 WEEKS FOR DELIVERY




FERTURE

In a major exclusive, ACE reports on shock

discoveries by the Hubble Space Telescope

here were great hopes for the Hubble
Space Telescope when it was
launched last year. In orbit high above
the Earth and beyond the obscuring
effects of our planet's atmosphere,
scientists predicted that the Telescope would
radically change our view of Space, and that
astronomers would be able to see interstellar
objects in more detail and clarity than ever
before.
However, nobody was expecting the
Telescope's most recent discovery. Last month,
fine tuning of the Telescope's lensing system

m ADNARCED COMPUTER ENTERTAINMENT

revealed a planet orbiting Alpha Centaurii, the
Sun's closest stellar neighbour. The planet,
named Alpha Centaurii Gamma or ACe-Gamma,
bears many similarities to Earth. Geologists
believe that the planet's many continents were

once part of a single land mass, but owing to vol-

canic activity and shelf-plate drift they have
become separated by vast seas.

But this was just the start. Using advanced
image-enhancement software the astronomers
achieved even greater photographic resolution,
and then they made their greatest discovery yet:
dliens. Each of the planet's continents is populat-

ed by a species of being, each very different
from the inhabitants of the neighbouring
continents yet still strangely similar.

Further study revealed something very peculiar:
the ACe-Gammas (or just Gamers as they came
to be known) are obsessed with computer
games, and spend nearly all of their waking
hours playing them. Rather than enjoying a
variety of games, each species on each
continent plays just one type. So while the beings
on one continent may play platform games,
those on the neighbouring continent play flight
sims.
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ADVENTURE GAMER

This enormous skull houses a massively pow-
erful brain, which makes the Adventure
Gamer approximately sixty times more intel-
ligent than Albert Einstein.

Over the millennia the eyes have slowly
migrated from being side by side to their
current position. The bottom eye is devoted
to watching the keyboard and keeping a
track of the frantic typing, while the top eye
maintains a watch over the monitor screen.

The hands are highly specialised to the act
of high-speed two-fingered typing. The fore-
fingers of each hand are long and slender,
while the rest of the hand is severely
shrivelled to prevent any mis-keying. Being
capable of typing speeds of over 260 words,
this Gamer would be the over-worked secre-
tary's ideal assistant!

’..

Although their computer gaming technology is
on par with Earth's, they are completely primitive
in every other technological sphere. They have
no cars, boats or ‘planes, so there is no contact
between the continents. One alien did invent a
wheel, but used it to create a floppy disc rather
than a revolution in transport.

Xenologists believe that the different species
have all evolved from just one mandike creature
that existed at the time the continents were
Joined. Fans of one game type congregated
together, and when the land mass split apart,
the gameplaying groups separated too. Over
the eons the Gamers have radically evolved to
suit themselves best to the games they enjoy,
resulting in the bizarre mutations observed.

In this exclusive repart, ACE reveals the
secrets of four of the strange creatures on the
Planet of the Gamers...

Generations of Adventure
Gamers sitting transfixed in
front of monitors have resulted
in the legs becoming little more
than than an after-thought.

ADVENTURE GAMER

Field Notes

This hermetike creature leads an unbelievably
ponderous and slow-moving life, Its sole purpose
is to play text adventures, an activity facilitated
by the highly-evolved brain, eyes and hands. All
noncerebral activity is kept to a minimum, result-
ing in severely under-developed arms and legs,
and primitive internal organs.

Feeding
Due to its tiny mouth and its under-evolved diges-
tive tract, the Adventure Gamer's food has to
pulped down into a liquid paste. The process
goes something like this:

You enter the kitchen. You see: some green
vegetables and a red blender.,

TAKE GREEN VEGETABLES

You take the green vegetables.

The spine is bent
almost at right angles,
so that a computer key-
board can be rested on
the upturned stomach.

EXAMINE RED BLENDER

This is a device for pulping food. There is a
slot on top where food can be entered and a
small on/off button,

PUT GREEM VEGETABLES IN RED BLENDER

The green vegetables are inside the red
blender,

PRESS BUTTON

Which button?

PRESS SMALL BUTTON

The vegetables spin round and turn into a con-
sumable paste.

SUCK PASTE

| don't understand 'SUCK',

EAT PASTE

You eat the nutritious paste.

Mating
Reproduction is something that only happens

ADVAMCED COMPUTER EMTERTAINMENT H



once in an Adventure Gamer’s life, and then only
if it's very lucky. Should two Adventure Gamers
of the opposite sex happen to stumble across
each other, then they perform a sexual act
known as ‘A Meeting Of Minds’ - the Gamers
press their foreheads together and pass
Solutions.

RPG GAMER

Field Notes
This is perhaps the loneliest and saddest of all
the creatures on ACe-Gamma. During a game the
RPG Gamer has the strange ability to alter its
body shape and assume the form of the
character it's currently playing. Even more
astounding, this cloning is mental as well as
J physical. Thus if an RPG Gamer is playing an old
wizard, it will grow a pointy hat, a beard and talk
words of wisdom in an arcane language. (A bit
like Steve)
However, between games the RPG Gamer has
; little character of its own. Its flabby, doughdike
| body looks like that of every other RPG Gamer,
! with no distinguishing features. The babyish face
[ and vacant expression convey no sense of any
. intelligence behind its dull eyes. The creature can
only ever be said to be truly alive when playing a
game.
Feeding
| The RPG Gamer will eat whatever food it finds.
Having strong preferences or dislikes imply
some form of character, and as noted above,
when not playing this creature has none.

. Mating

RPG GAMER

Since all the top RPGs are controlled by
icons, the RPG Gamer has evolved unigque
hands. On one hand the majority of the
fingers have joined to form a glove that
firmly grips a mouse, with elongated fore-
It's very rare for two RPG Gamers to meet, and and middle-fingers for pressing the mouse
even when they do they usually ignore each (14 buttons. On the other hand a rough thick
other. It is fortunate, then, that the RPG Gamer 1 webbing has grown between the fingers, so
has the ability to reproduce asexually. that the splayed hand forms a flat mouse
Fertilisation is down purely to luck. Should a mate.
Gamer form a male character immediately after
being a female one (or vice versa) then there is a
small chance of conception during the brief tran-
sition period. The Gamer grows larger and
flabbier, until enough body matter is developed
for a second fully-grown Gamer to 'bud off',

Xenologists believe this Gamer closely
resembles the ancient creature that all
Gamers evolved from. RPG Gamers all look
very similar, with rather bland if paunchy

features.
SHOOT-EM-UP GAMER _ s ;
Field Notes sible and return to another game. Particularly The Flight-Sim Gamer combines many of the
This Gamer is renowned for its incredible swings keen on plant tips and flame-grilled scraps. glr'.llym'lnglcal features of both the ﬁduenture and
: : e : oot'Emlp Gamers. It's most unique features
in mood. During a game it is cool, calm and com- Mating _ | - anirtie e et e e
pletely collected, but on defeat the creature Following a lengthy gaming session the Gamer's MRS
h : : ; intolerabl head and neck, which resemble a World War One
becomes an inconsolable ball of rage, lashing adrenalin levels occasionally reach intolerably ;
i ; : high levels. which i b b flying helmet and scarf. These appear to serve
out at the monitor and screaming abuse at the igh levels, which can only be reduced by R
ik : ; ionate acts of reproduction. no purpose other than making it easier for the
screen. This is all due to the bizarre nature of its ~ Passiona p G to ‘eet into’ its pilot’s roll. S iontists
adrenal g|and5_ To find a matE. II"IE Shﬂﬂt"Em-Up Gamer can bEEhII:nEr ?1 EEI into” its pilot s rofl. t?rmf;t:len
These oversized organs generate huge alter the pigmentation of the skin across its IE?‘I]Ert ese may act as an attractive feature to
amounts of adrenalin during play, which is back, much like a chameleon changes skin possible mates.
tempurariiy stored in sacs geril'lg from the !:Ulﬂur. The !:reamre UE'ESI this ablllt]f to dlEDIE:'_I’ Fﬂndﬂ'jg’
thing's back. Between games these adrenalin its current hi-score. The higher the score, the ~ With playing sessions taking several days, it's dif
reserves have to be depleted, which can only be ~ More attractive the creature becomes to a possi ficult for the Flight-Sim Gamer to find time out for
done in the outbursts described above. As you bl mate. _ ) a proper meal. Thus a huge ‘InGame Fueling’ ser-
might guess, the Shoot'Em-Up Gamer has a trag- _ The reproductive act itself cannot really be vice industry has built up around them. Giant
ically short lifetime due to rapid burn out. dealt with in-depth in a youth magazine such as  food tankers pull alongside the concentrating
The Platform Gamer (not shown) shares many ~ ACE. Suffice to say it involves lowering shields,  Gamer, and drop a food shoot down to the crea-
of the physiological features of the Shoot’EmUp  Using a joystick and bizarre power-ups. ture's mouth. The Gamer then sucks up a light
Gamer, but its adrenal glands are far less nutrient soup.
pruducﬁve, making it a more placid if slightly FLIGHT-SIM GAMER Mating
BRINYY Linae. Field Notes Sorry, but again we can't reveal too much here.
Feeding Strangely, for creatures that have never Scientists believe the creature's reproductive act
The Shoot"Em-Up Gamer is a voracious slobdike  developed any form of powered flight, flight sims ~ shares many similarities with that of humans,
eater. In between games it feeds on junk food s0  are very popular, with this species of Gamer beginning with the male lowering its under-
that it can get eating over with as quickly as pos-  being one of the largest in number. carriage and... Well, you can guess the rest.
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SHOOT-'EM-UP GAMER

The Shoot-‘Em-Up Gamer has
little time for intellectual
thought. The shrunken brain is
little more than a switching cen-
tre for all the eye-to-joystick
nerve impulses.

An oversized mouth and lungs
and toughened vocal cords
have evolved due to the
excessive shouting and
screaming of abuse that always
occurs when this Gamer loses its
last life. ts vocal power is such
that creatures up to 26km away
have been seen to flinch in shock
at the noise. (See 'Field notes’.)

By altering its skin
pigmentation, the Shoot-"Em-Up
Gamer is able to display its
latest hi-score, which is used
as a means to attract mates
(See ‘Mating'.)

4

The Shoot-"Em-Up gamers are
somewhat larger than those of
its ancestors; all the batter for
hearing those stereo sound FX.

This Gamer has many eyes, each allocated to watching a

certain part of the monitor screen. No incoming missile or alien goes
unmissed by its razor-sharp vision. The eye socket has grown to form a
raised boney ridge that prevents any outside distractions affecting play.

The large eye is used to scan the main on-screen
action, while the four smaller ones below keep
a track of all the dials and gauges in the cockpit

display.

FLIGHT-SIM GAMER

t'““
The bizarre growths on the skull and
neck are an attempt by this creature to

simulate the appearance of a real flying
helmet and scarf.

These large swollen sacs are used to store
the huge amounts of adrenalin produced
during play, which is discharged between
games by such acts as raucous shouting and
screaming, kicking of the monitor screen
and occasionally frantic mating. (See 'Field
notes’ and 'Mating’.)

Again, the creature’s arms are rather
shrivelled, but the hands have undergone
incredible amounts of adaption.

The fingers of one hand have spread out
almost a right angles to form a strong
locking grip on the base of a joystick. The
thumb of the same hand is large and muscu-
lar, and can rapidly pummel a fire button.

The thumb and forefinger of the other
hand have become joined at the tip to form
a variable-diameter sphincter that parmits a
vice-like hold on the shaft of the joystick.
The other fingers are shrunken and useless.

Meither hand has any sweat glands, so
there is no chance of the stick slipping in the

The arms and hands share many of the
Shoot-"Em-Up Gamer's features. However,
since flight sims usually use proportional
joysticks, the Flight-Sim Gamer has evolved
very precise and subtle control over the
stick, as opposed to the Shoot-'Em-Up
Gamers violent jerks.

The withered legs are bent up so that the
feet are raised above the keyboard. The
toes of the feet have grown to become like
fingers, and these are used to press the
myriad keyboard controls typical of flight
sims.

ADYANTED COMPUTER ENTERTAINMERT H
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ARE YOU BRI
KNOWLEDGA

ou may have seen some allegedly tough,
Ytrickyr or perhaps even “rock hard®

quizzes. But this, dear reader, is the
toughest. A veritable Magnusson of games ques-
tions. A plethora of puzzlers. Those with anything
but a complete knowledge of their chosen
subject need not apply. Whatever your ability,
however, you should at very least find enough
quandries presented to keep you arguing in the
pub/bus/canteen for many an hour.

There is, of course, a software prize for the
first reader who gets all the questions correct
and mails their answers to ACE Quiz, Priory
Court, 30-32 Farringdon Lane, London EC1R
3AL, so please remember to specify which
machine you own.

GEMERAL GAMING QUESTIONS

1) What is the name of Mario's brother?

2) What car is featured in Turbo OutRun?

3) How many islands are there in Rainbow
Islands?

4) What was the follow-up to Sim City called?
5) What game by LucasFilm has the shortest
fitle?

6) Which has the longest?

LOOKS FAMILIAR?

7) How many batteries does a GameBoy need?
B) What does CDTV stand for?

9) Name the chap who cowrote Elite with David
Braben.

10) How many bits are there in an Acorn
Archimedes?

11) What classic Golf game was written by the
Carver brothers?

12) Which German programmer converted Star
Wars and Hard Drivin forDomark?

13) How many Back To The Future games have
appeared on 16-hit?

14) Which Clive Barker movie was adapted
twice by Ocean?

15) What color hair do Lemmings have?

16) Who programmed 3D Ant Attack?

17) Who is programming Sim Anf?

18) What game from Cinemaware featured lots
of ants?

19) What was the follow up to Dun Darach
called?

20) Which software house produced Super
Fipeline?

21) What was the name of the roller-skating
game from F.T.L?

22) Which UK software house specialised in
graphic adventures like Espionage Island and

Here are ten people selected, with no particular common thread except they have all played an
important part in the industry. Can you name them?

Urban Upstart?
23) V Name the star of Andrew Braybrook's Day
Out game.

24) Name the first arcade adventure to have
over 100 locations.

25) Who used to edit Micronet's Computer and
Video Games Adventure Helpline?

26) Name Bubble Bus' biggest hit.

27) Mame the author of Adventureland.

28) What was the name of the game that Geoff
Brown, now head of US Gold programmed?

29) Name the hero of Fantasy Games' Pyramid
and Doomsday Castle.

30) Name the author of Android 2, Cyclone and
TLL.

31) Name Gremlin's Zaxxon clone.

32) Mame the flop game with the extra-memory
expansion pack for the Spectrum which
effectively ended Mikro-Gen's games production
business.

33) Who wrote Castle Adventure and Planet of
Doom on the BBC for Acornsoft?

34) What did Acornsoft call their Missile
Command clone?

35) And their Defender clone?

36) And their Panic clone?

37) And their Scramble clone?

:‘ ADWVANCED COMPUTER ENTERTAINMENT




38) Name the coinop to first use a trackball
brook's Day control method,
39) What was the first ever four-player arcade
0 have game?
40) What colour were the two ducks in
nputer and Dynamite Dux?
#1) Name the two lkari Warriors.
42) What was the name of the bad guy in Tir Na
nd. Nog?
 that Geoff 43) What was the first ever LucasFilm Game?
nmed? 44) What was the first ever game to have a
s' Pyramid black hero?
45) Name four Bond games, in order of appear-
yelone and ance.
46) Name the landbased follow-up to Carrier
Command.,
TaHMEmory 47) What was Archer Maclean's first game?
ch 48} What colour is Tony Crowther's hair?
production 49) Name the game he wrote about a recepticle
fior tea,
| Planet of 50) Who does 80's C64 music maestro Rob
Hubbard now work for?
sile 51) Name the drum synthesiser that Bullfrog
- produced.
52) Name two Spurs players who have
endorsed computer games,

53) Who programmed Ghostbusters, Pitfall and

TAIN’'S MOST
BLE GAMER?

Little Computer People?

54) Bob Dinnerman wrote which classic Amiga
flight sim?

55) Who published the Bitmap Brothers' first
game?

56) What was it called?

57) Who designed Kick Off?

58) Which portly Grandslam character said *You
can't park herel™?

589) How many The Hunt For Red October
games have their been?

60) Who was supposed to be doing a
Nightmare On Elm Street game, but never did?
61) What Infogrames game saw you trying to
rescue hostages?

62) What did FOFT stand for?

63) What does FAST stand for?

64) Who wrote the original Gunship?

65) What is the name of the only game Jeff
Minter wrote for Hewson?

66) What is the name of the company which has
risen out of Hewson's ashes?

67) Narme Matthew Smith’s last game, which
was never released.

68) Which game’s title was incorrectly

-translated over a faxlink, leading to a hysterical

historical name mix up?

69) How many lines of invaders first appear on
the screen in Space Invaders?

70) What's the new game from Michael
“Powerdrome” Powell called?

71) Name the game that Thing on a Spring
music maestro Rob Hubbard programmed
before turning his hand to tunesmithing.

72) Who was Whispering Horace?

73) How many Beam Software titles starred
their own Horace?

74) How many games has Tony Crowther had
on the market?

75) Odd one out and why? Cutiepoo, Dynamic
Debugger, Reach for the Moon, Psyclapse,
International 3D Tennis and Bandersnatch.

76) Name the unifying factor between:
Bombuzal, Fernadez Must Die and a View to a
Kill,

77) What width is the Motorola 68030 data bus?
78B) Who programmed the coin op Gyrus, and
what do they call themselves these days?

79) What was Continental Circus supposed to
be called?

80) Name the follow up to Sweeny Toddler.
|

1) What two Arnie films have been featured on ACE covers?

2) What is the lowest ACE rating ever given, and what was the game?
3) What was the game to receive it?

4) Who edited ACE before Jim Douglas?

5) Who used to write ACE's Page 117

ADVANCED COMPUTER ENTERTAINMENT H



The Sales Curve Ltd,
50 Lombard Road,
London, SW11 3SU
Tel: (071) 585 3308.

- 664 cassette and disk - £

.

SO CUTE... IT'LL MAKI
YOU PUKE!!

Something very bizarre has happened in the fairy village... the
inhabitants have changed from chummy chappies into fluffy
fiends! It's so bad they've even gone and kidnapped the
beloved"Mom" of our angelic fairy heroes, Tam and Rit.

Now she lies captured in the top of the

Maboots Tower where she can only
- be saved by whopping anything
( " cuddly on the head with
their magic rods.

So cute... it'll make you puke?

g FIND OUT IN K
‘P

e SEPTEMBER.

- Spectrum cassette - £11.99

74881 The Sales Cur

Batre. ey



FEATILRE

Ascurate modelling is vital. Using city plans, the animator can enter the co-ordinates of the various buildings straight into the modeiling software by simply pointing and dicking with the mouse-
like curser, it's a time-consuming and somewhat tedious job - just right for the trainees!

ACE visits Digital Pictures and discover the tricks of

elieve it or not, there's a picturesque little
BSpamsh town nestling in the heart of

London. Mo really, there is... after a fash-
ion. It's the creation of Digital Pictures, the com-
mercial computer graphics company responsible
for the virtual Barcelona featured last month.
ACE wisited their West London headquarters to
find out how they produce these stunning anima-

hons,

OUT IN THE COUNTRY

One of Digital Pictures most recent projects is a
computer-generated flight around Pola de Siero,
a small town in northern Spain. The animation,

the computer graphics trade.

tourism commercial to illustratethe attractive
nature of the town and the durrounding
countryside. , e, TE

The animation starts with the ‘vieyef high
above the hills and plains surrfundihg Polade

commissianed by Stop Fiﬁ‘i '.-.(3 be used in a

Siero. The viewer swoops dowh, through a layer

X .:-.;;:E%r:'g last timé.

| [
SO HOW'S IT DONE?

té n fIr(lz\.'-la-ui-!ét indeds Market building and coach
station shelter }(ﬂm out into the countryside

The thirty-secend animation is the result of five
weeks intense work by Digital Picture animators

of fine cirrus cloud, and-fiigs low over thesug geg= 74\ Pirkava gnd Alec Knox. Their most recent

countryside, The-ammation then cuts tn a view
aboveafong highway leading ta the tdwn. A

dénse forest streteties awdﬁf?jg};}% digtance,
the furthest frees growing Nazy owing td a thin

covering of morning mist. Another cut, abd now

the viewer is in Pola de Siero itself, fying past
\ !

\ \
\

\ \
h \

\"=@roject Was the Barcelona simulation featured in

last munf‘::'s isé\pe.

The first'stage\jn a project such as this is to
talk to the r:i!ents k:md find out precisely what
they want from the\animation. In this case Stop
Films requestad ma”:'g.’rhe flight though the town

A\

".,:,‘.; WANCED COAMPUTER ENTERTAMMENT 2'?



FEATLRE

(Right) Animater Jan Pinkava examines a rendered scane on his
Silicon Graphics 4D20 workstation, Jan has a variety of control
devices st his disposal. As you'd expect there's the traditional
mm-rdmhlrd.hmmhmhmhﬂdllhudlni
wrhich can be software customised to control various aspects of
tha current application (i.e. three dials can be set to adjust the
K, ¥ and Z axes of & scena).

[Below) The software allows the city to be viewed from just
about any angle. Jan inputs the camera’s flklghtpath arawnd
the buildings by just setting a few key points along its route.
The program then uses a process called ‘splining’ to calculate a
smooth path between these points. Jan can wiateh the current
flightpath in wireframs and make any adjustments necessary.
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allow the viewer to clearly see the newly-built
indoor market and the strange-looking coach sta-
tion.

Mext comes the task of collecting sufficient
data on the town and its buildings to accurately
model it. This data can take the form of city
plans, architectural lay-outs and occasionally
modelling data already on disc (although the
latter is unfortunately a rare occurrence).
Reference photographs are also taken so that
the colouring and texturing of the final images
matches reality as closely as possible.

Then all this information has to be fed into
Digital Picture's custorm-written DigiPix software

running on Silicon Graphics 4D20 workstations.
As you'd guess, this can be a long and fairly
tedious process - just right for the office juniors!

The animators then start planning how the
animation will look, plotting camera flightpaths
through the city and testing them. This is carried
out using the ancientlooking wireframe 3D - the
4D20s, powerful though they are, can't generate
the complex objects in solid 3D AND animate
them in real time. Which is, of course, pretty vital
if the animator is going to be able to do his job
properly.

Once the animators (and the clients) are
satisfied with the look of the wireframe
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FEATURE

animation, it's time for the acid test: rendering,
where the animation code is turned into fully-
detailed TV guality images. The time it takes to
render each frame of animation (and remember,
you need at least twenty frames per second for
smooth animation) depends on the complexity of
the scene. Each object has a wealth of data
related to it, detailing such things as its surface
texturing and reflectivity. A rendering time of thir-
ty minutes per frame is typical.

(Below) With all the data
input into the DigiPix

software, city building can

begin. Initially the city is gen-

erated in wireframe 3D [simi-

lar to the graphics seen in old 1
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AND THAT'S IT?

Yep, that's it. All done. It's a beautiful piece of
work, and the ‘naturalness’ of some of the
scenes is breathtaking. It's just a pity that the
majority of us will never see it. But if you're on
holiday in Benidorm and you happen to catch
the commercial, remember: what you're seeing
is not real.

Orisit..?
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T " THE NEXT MILLENIUM

It is the end of the 31st Century. Nearly one
| thousand years ago man colonised the moon, and
] from there created a range of human mutations which
| were left to develop other planets. At the same time,
life on earth was destroyed by a cataclysmic climatic
- | change.

Now the mutant races are at war with each other,
and man has returned to Earth, rebuilt civilisation,
and forgotten about past adventures.

Deep in Earth City, plans have been made to
explore space again. The race has started to develop
Earth’s resources, to research new technology, to build
dered for future adventures.

You must control the training, research, resources,
= production and stores of Earth City in a complex
- strategic battle to maximise the planet’'s supplies. You
; must construct and pilot the hi-tech space shuttles

and ships needed for mankind to venture out into the
furthest reaches of the war-torn solar system.
, Operation Deuteros has begun.

piece of m ' _____‘_, k:I ' IS' *N
f the " o . _ .
that the A ' — | .
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o catch " —
re seeing ; :
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This month brings SEGA
back into the limelight,
with it's new 'holograph-
ic’ system generating
floating 3D images, plus a
new dedicated unit that
brings a new meaning to
‘motion simulator’ and
the pick of the latest
releases, brought to you
by the man with loose
change, John Cook.

ver the years, each coin-op Company has

developed its own unigue reputation for a
particular style of game. Atari produce main-
stream, but occasionally wildly off beam games.
Irem go for well polished shoot-em-ups, Toaplan
just throw billions of sprite at the screen and tell
you to get on with it! And Sega, the Big Daddy of
them all? | guess the whole of the industry looks
towards Sega for, above all, technical innova-
tian.

In the mid-eighties, Sega addressed itself to
the problem of Sprite Scaling and Manipulation.
This produced games like OutRun, Afterburner,
Thunderblade and Power Drift - and further devel-
opment has produced games like Line of Fire
and now Rail Chase that would have been
thought impossible a few years back.

Mot content with domination of this part of the
industry, however, Sega are constantly looking
farward, trying to move the concept of video
games into the 21st Century. In Japan this con
cept is planned to produce dedicated Simulation
Centres, linking up video and motion
L:l__'s . bases, the R360 being the logical
S84 extension of Sega's long develop-
4" ment commitment in that area.

L,;. The company are also known
to be dabbling in various
Virtual Reality technolo
gies.

But it was with a big fanfare
recently, they shocked the
video game pundits by

.I;‘r.a':i'__ ’,ﬁ L

Hail Chase - high speed sprite scaling, and this time the jerky
action is deliberate |

Konami's Vendetta: The Dead End city was being cantrolled
by Faust and the slime balls of his Dead-End gang. . Howaver
the Cobras, a group of the four of the toughest guys i the
city, joined together to put a stop to the Dead End Gang's
avil ways..”

announcing a new Holographic video game sys
tem - and what's more, it was a system that was
affardable by the average arcade owner. We
waited with baited breath, and Time Traveller
was launch upon the world last week,

The good news is that it's great - a wonderfully

novel display that projects the figures into spacg

so you feel that you are almost playing with real
animated people. The bad news, by my dictio-
nary definition, it's not a real hologram.

The technology used by this system takes a
video image from an ordinary monitor (fed by a
laser disc in this instance) and uses a parabolic
mirror to project this screen onto a platform, 0
the image appears in mid-air. Now, if this was
Neighbours, it would look rather odd - but if you
use chromakey technology to matte out the
background of any footage, the effect really is

e
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with real
dictio-

One side effect of the new technology
in Sega‘s ‘holographic’ system is that
'8 wery difficult to photograph, but
the real-life efect is undeniably

impressive...

A couple of the punchbags in
Heroes...

845 to how big the jmages
bout 34 inches high)

A gely dm.u{(a:l but

Fthie novelty of;

. ﬂ:l!mﬂdhegpw a big crowd pi
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1 rt#ew successful indeed, even in

‘ﬂnmsen[m ecuncrrmc climate.
- Time Travederis-a style of gamé hot
Dragon’s M Moge sophisticated |
1l a Wild West Lawma
2= o move
“asray .Eﬂ’tll‘}f n
ey (evd renegade s

g
=

laserdisc and you are presented with set deci-
sion points in the action where your must move
left/right, duck/jump or

fire your trusty six-

shooter. Unlike _

Dragon's

Lair, all the

sequences

are filmed s

using live action actors and fabby special
effects. Believe me, this looks good. To add to
the variety, according to Sega Europe's MD Vic
Leslie, the 20 or so scenes that can potentially
make up a game are drawn from over 60
sequences stored on the disc - so it's unlikely
that you'll ever play two games that will be exact-
ly the same.

Undoubtedly, the game plays well, with a neat
buy-n feature of Time Reversal that plays a
scene backwards if you got killed, so you can try
it again - and the data is sensibly stored on the
disc so there are no long blackouts between
scenes.

Have a go if you see one - you'll enjoy the expe-
rience... but | wish that they hadn't called it a
hologram...

PILE UP!
Sega releases tend to come all at once - so
while Time Traveller was being shown for the
first time, so was a whole host of new Sega
titles, the best of which was Rail Chase.

is one i_rt__q_:lec:idedly influenced by the Mine

) penetratnld the HQ of
ele Eé'd slaves and |:H|-

© o il
rail ca

traks f

ol and ml:urate*

g to mm “Lractice
ng hmnm# This &:a real

emg made up almost
i nt towards 'u'II}LI f:—:s

you've got a bad
case of piles......

Some of the off-the-shelf technology concealed within Sega's
‘holographic’ cabinet: , a Sony 12~ laserdisc player and NTSC
colour TV
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THIS BRILLIANT SYSTEM !NGLUDES 2 TEGHNICS
DECKS, MIXER, CD PLAYER, CASSETTE DECK,
MICROPHONE AND EVEN MORE! SO CALL NOW!
AROUND AS 3 PEOPLECAN - _ -~

PLAY AT THE SAME TIME!

= ST oiny | | PLUS,WITH 14 DIFFERENT | '
e uay | | CIRCUITS TOGHOCRE | o

PLAETARLE VAT CLARE NTHRIR #—i‘#

\ri_" wg.n: Cean FROM, THERE'S ALWAYS A ._.i',

INDY HEAT IS THE MOST  ~ &
RADICAL DRIVING GAME |, 4

NEW CHALLENGE! BUT THE
= iy ,A! BEST THING ABOUT THIS
| MACHINE IS THAT WE ARE
-\ "2 GIVING IT AWAY! SO PUT
) | ,; 3% YOURSELF IN THE DRIVING
SEAT AND CALL NOW!

{ 0838 404535 0898 404633

ULV WWIN A RADID GONTR
500 SYSTEM! ||| 11 ILUIES e

FETET T T T LE 1 L]
1 FEELE L
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POCKET THIS B FOU
PODL TABLE

T AT osas anas3:

Calls cost 34p (cheap rate) and 45p (at all other times) per minute incl ‘u'AT Furwmners hst send SAE to: Pﬂpuluxe PO Box 2



filtrate Virgin HQ
t no-holds-barred

d you to ‘EDIT LINE 140", And that was
y the best bit about it. Turkeys of that ilk
cast a sickly green hue over Virgin's image and,
in those good old, bad old days, even Virgin
themselves had to admit that most of their titles
were a load of old gobblers,
What, however, would happen if right now you
- warped back to the early 80°s, found Cooke
hunched over Owzat, trying to work out where
the ball was, whether the game had started and

’Let’s face it,’ Virgin supremo Mick
Alexander told the assembled ACE vis-
itors, ‘back in 1983 when we started,
you had to be pretty stupid not to make lots of
These were brave words from Nick, because
at least one of those present (the octogenarian
Steve Cooke) had vivid memories of 1983 and
Virgin's Owzat - a legendary cricket title that,
when you chose to change the team members,

FSS——

LE »
U] i

|_ Boflin’ Ronnie was up and running in what appesred to
bt a finished version, and & dammed fine playable litthe

itis too, sah! Out on PC, Amiga, and 5T, this follower
o the cutte horizantal platform scroller school is as playable as
! Hhhmmm-mﬂ-mﬂmwm
Bt can attain to higher things via window ledges, rooves,

walls and other sitably disguised platiorms. Nine levels,

_'__ with bizarrs, cobourful, and well-animated nasties and
|  some particularty odd power-ups!

' (abve) Out in the open, Rannie contends with airborne beast.
PO Box 20 -

e vou phol

pigeon droppings...

C O N F K

rritory

which team was playing, and told him What Was
To Come. What would you have said? And what
response would you have got?

You: Er... Steve...
Cooke (for it is he): F*%5 %ffl
You: Ahem... | come from the future.
Cooke: Far out, man. (Examines ‘cigarette’)
Either Owzat is getting to me or this is 'strong
stuff”...
You: And I'm telling you that three
hundred games companies are
going to go bust in 1984, ..
Cooke: Virgin will be the first to go.
Fll tell you that for nothing...
= You: Er, actually they're going to
i get their act together...

Cooke: Tell us (snigger) another!
You: They will then release a string
of hits, from the superlatively vintage
Dan Dare through legendary titles
like Sitkworm to the stunning
. Supremacy...

Cooke: Guffaw!
& You: They will champion top-league
proggies like Wonderland and
Infocom. They will launch Europe's
b first official Japanese 16-bit
& console...
Cooke: 16-bit? 16-bit what??
You: They will buy Mastertronic and

{abowe) David Eastman demonstrates Floor 13 and the latest
Virgin interfacs technology: David's finger is monitored by a
Palhamus magnetic resonancs locator linked 1o a double in-
lirve MAND gate, allowing him to contral the game simply by
wiggling his finger. The unit is to be released in April 1992,

{Reft) Bahind this iInmocent facads lurks a vast labyrinth of
games mayhem. Programmers rushing up and down spiral
staircasss clutching carry-outs, bombshell receptionists breath-
ing into high-tech phones, Megadrives blasting out Terminator
soundtracks, Game Boy's squeaking, Master Systems beeping,
and outside in the back yard the ACE conference visitors starff-
Ing themselves with fruit and sandwiches...
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control one of the largest areas of computer
entertainment, and they'll end up one of Britain's
top software houses, finally being wooed,
kissed, courted, and captured for £36 million by
Sega...

With this last retort, you fade from the scene,
leaving the withered old hack speechless. With a
deep sigh, he removes the Owzat cassette and
attempts to load a copy of Wacky Waiters...
Meanwhile, back in 1991, Nick Alexander has
departed, leaving the ACE readers gathered in
the conference room at Virgin's West London
headquarters. During the next five hours, they
were caught up in a whirlwind of meticulously
planned Virgin presentations; they met legendary
developers, ranging from Virgin's own Andrew
Wright to the redoubtable Archer ‘IK+' Maclean;
they saw some of the country's first COTV
dedicated software actually up and running; they
were among the first punters in Europe to see
Terminator on the Megadrive; and they were
able to try out for themselves a range of superb
software on console and computer,

And YOU could have been there... if only
you'd applied! Meanwhile, you can cast
your envious eyes over these pages and
see what you've been missing...

one of the information
scraans from the awesome
Shuttie. Practically every
conferenoe attendes want-
ad & erack at this, though
several readers were
narvous about the
inavitable high price that
accompanies this level of
sophistication and detail

Hiis o Timer -J

The Shittle prepares for take-off. The level of detail in this
simulation of MASA’s Space Shuttle ks 30 high that one
developer has claimed you could actually fiy the real thing
after training on Virgin's sllicon system. The program enables
you to fly missions ranging from scientific research to Star
Wars offensives, as well as best flights and satellite recovery.
Due out later this year for the PC (£44.99), 5T ([39.99) and
Amiga (£39.99).

BB o amEET COAEUTER BRTTTAINKENT

Arun Summers certainly
wvoiced the majority
opinion & he waxed lyrica
over Jimmy White's
mﬂd Enooker,
However, action tithes like
Terminator and Rolling
Ronnie didn't make such a
good impression... “I'm
keener on strategy.”
explained Arun, who also
admitted a strong
attraction to Realms...

Ahal! Time for grub! The Virgin caterers did us proud = but the
real star of the lunch break was a sneak preview of an

American Gama Boy version of Prince of Persia - absolutely
stankingly stunning. guvnor, and a must-must-have ai saon as
the carts arrive...

Superlative Sega Titles...

Unfortunately we were unable to bring you
screenshots of Terminator on the Megadrive
(tremendous sound and musical effects) or the clas-
sic Marble Madness on the Sega Master System. MM
goes down really well on the 8-bit format, but
Terminator is likely to be the star for ACE 16-bit con-
noisseurs. The opening sequence, for example, is
practically indistinguishable from the film and the
game features several digitised out-takes from the
celluloid version. Gameplay is pretty traditional but
there's lots of it and the speed, sound, and vigorous
opposition make this one look like a very promising
Megadrive blast-em-up.

Iit's Bugged!
Jimmy White's Whirlwind Snooker, we have to
report, is seriously bugged. Only seconds after relin-
quishing the mouse, flies begin to zip across the dis-
play, settling occasionally and even trotting up the
screen before taking off again. Even worse, when
left to themselves, the reds begin to display
disturbingly disrespectful tendencies, sticking their
tongues out at the player and behaving in a general-
Iy unacceptable fashion.

Bugs like this, it has to be sald, elevate Jimmy
White's Whirlwind Snooker from that status of
superlative game to that of all-
time classic. They're the hallmarks
of programmeridesigner Archer
‘1K +* Maclean, who delights in
putting quirky finishing touches
to his games. Take those flies, for
example, which look extraordinar-
ily convincing as they jitter about
the screen during idle moments.
They're very easy to do, really.’
says Archer modestly, “all they do
is move in random 90 degree arcs,
freezing occasionally and
sometimes moving vertically up
the screen.’

The rest of the game is
superb - see the review elsewhere

in this issue. And watch out for Nick Amold maintained a steadfast silence through muc

of the conference, inducing deep nervousness in Virgin

I St staff, whe thought he might have been an undercover
agent for Nintendo. Over lunch, however, he admitted to
Disgraceful bahavious on Archer's baize. being potted by Jimmy White (even though 1'm not
Judging by the position of the cue ball, normally keen on arcade stuff’) and very impressed by th
punishment by pocketing is called for SFX an COTV Excalibur.
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Dystart - this lad got full
miarks for taking a wery
active robe |m the
praceadings. otfering some
sharp abservations on
many of the games on
shaw. Snooker, reckons

< 1] w’m'.t have applied and
inform 'lhﬁ' relevant details. If anyone

Paul Mellerick staggered
it the conference having

survived a car journey from

Lejicester, and then proceed-

ad to take an outspoken
rode im the conference, dur-

Ineg wihich he confessed to
being particularly

- but then so was sveryons
wlse. As one of two

gacirive owners, Paul
k0 Hm“ﬂ leaving the

can't attend, they'll be shortlisted for future
conferences and another selection will be made
for someons to take their place. Please note that
although we can sometimes arrange for lifts from
railway stations, et it is your responsibility to
provide your own transport to and from the

conference location,

Forthcoming conferences planned include The

fitmap Brothers at Renegade (in London), Core {in

Derby), Sierra [near Reading), and Ocean (in

Manchester).

Get your application in NOW to:

ACE Conferences

30-32 Farringdon Lane
London

ECIR 3AU

ACE

Virgin are making no bones about Realms: it's designed to be
Powermonger-basher. Programmed by Graftgold, it uses
fractal-style graphics o create the familiar isometric display as
you use monay, power, and military strategy to consolidate
your own realm before extending a blood-stained handshake
to your neighbours. Realms was universally popular with ACE
conference attendess and sven the loyal
PopulousiPowermonger fans amongst them were impressed by
the axrtendsd gameplay options. Due out in October for Amiga,
5T (both £29.99) and PC (£34.99)

(right) The man whe put it all together: Virgin conference
director David Rishop, whose meticulous planning gave every-
body a day to remember... and a few goodies to take away as
wall. Owr thanks to David and his team for all their help in
making this one of the most enjoyable conferences to date...

Floor 11 generates a brooding
atmosphers with s
manochrome graghics,
designed by the talented Carl
Cropley who did the superh
ples for EA's Hound of
Shadows. Virgin claim Floor
73 is based on actual evenis:
developed by P51, who wrote
Confiict, it puts you in charge
of a mysterious organisation in a Docklands office block. Your
tadk [ to wie any means at your dispodal (they incude
ewerything from murder to infiltration) to protect the govern-
mant from political damage...without ever being found out.
Out in late October for PC, ST, and Amiga at £29.99 (PC £34.99)

.'Fth of Eztaﬂihu‘ on the COTV IMi plrll'h'
similar to the standard Amiga version, but
just wait till you hear the speech!

(left) Stewe Clarke, boss of Virgin's new
madia divizion, demanstrates the advantages
af COTV and compact disk softwars

T

{left) Ome of the tremendous
features of Shurtle i that the
instrument panels are sccurately
reproduced in the simaulation -
and the switches actually work!

{below) Aealms uses fractal-style
maps and scaling, resulting in an
effect similar to the displays in
Midwinter. Five terrains are fea-
tured in the game, together with
up to 16 computer players, thirty
cities, enhanced artificial intelli-
gence, and everything from nat-
ural disasters to straight-forward
military confrontation.
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SAUTION:
DEVELOPERS AT WORK
HARD HATS MUST BE WORN

IN THIS SECTION

Yes, you must be
careful to wear
protective goggles
before turning the
page and entering
this month’s In The
Works. You never
know when you could
get hit by a fast-flying
piece of exclusive, or
caught in a dangerous
shower of sharp

y ® o development information.
“’\HJ _ And make sure you wear only

loose clothing, because
everything about In The Works this
month is so HOT!

As usual we've been sticking our nose where
it's not wanted to bring YOU the most exclusive, incisive and interesting
information on the most blistering up-and-coming games, including in-depth
interviews with the people who matter and close-up analysis of the game
actually AS it is being written! Better start unbuttoning that shirt (and your
trousers too, if you're of a particularly weak disposition)...

40 L0TUS ESPRITTURBO CHALLENGE 2 42 [EYEOF THE STORM 46 HEGR TWINS

g hottest racing game of last year is ason Kingshey, the author of Murder and S Gold's latest CapCom coinop
back, with better everything! Hey, and Blade Warrior tries his hand at Elite-style conversion marries the cutesy

we're not kidding either. Jim Douglas has space-age combattrading-strategy-action gameplay of Rainbow Islands with the

Seen it. Just wait until you clock the stuff that adventure in the latest from Empire. We've got unmatchable programming pedigree of top
Magnetic Fields is cramming into the summer's  all the gen, so just flick those little pages right on  developers Tiertex. David Upchurch talks to the
st eagerly-awaited sequel. It will blow up to the number 42... boyz in the hood to find out what's going down,
your mind!

W " & i LRSS
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ast Novemnber, Lotus Esprit Turbo
Lﬂha.'renge found itself the reviewers'

darling. It was a peculiar situation that amid
so many heavyweight driving sims and Coin-op
conversions, a sprite-driven arcade game with a

surprisingly basic premise (no shooting or

barging or polygons or spies) was adored so unt-

versally by critics and paying customers alike

The secret, clearly, was Lotus' partaking of
that Kick-Offesque property, the Larf Factor.
There was no mincing around selecting which
tyre compound is best. No engine overheat to
worry about. Mo pulling into the pits for an oil
change. Just staying on the road and going as
fast as possible and winning.

The game held together so well and felt so nat-

ural to play, you could be forgiven for thinking
that it was a one-off hit. A bit of a software star
that just happened to come together in the right
way at the right time, whose sequel would
almost certainly fall flat.

But Gremlin are confident that they've hit on
the magic formula again, and predict an even
better-rounded product with Lotus 2.

FALSE START?

The Lotus follow-up was never a certainty.
Although the first title was such a hit, both
Gremlin and Magnetic Fields were concerned
that the sequel might be constrained too tightly
by Lotus' demands that their cars weren't shown
being blown up or smashed. A perfectly

Sucking the very marrow from the driving genre, t
GREMLIN prepare to release another stick-shift

sensation. With the barrel of originality thoroughly
scraped, what new apples can developers Magnetic

Fields promise?

understandable request from Lotus could be
seen to curb the blockbuster exciternent which
any sequel needs. In the early stages, Gremilin
were tempted to produce a nonicensed semi-
sequel with all the high-octane smashes and
crashes.

In the end, however, it was decided that the
Lotus name was vital and new angles should be
explored in order to spice up the formula.

WHATEVER THE WEATHER

As any driver will tell you, Mother Nature proves
to be an opponent every bit as formidable as the
cars you're racing against. Each stage of Lotus 2
features a different driving environment and, far
from being simply a different graphics sefup,
each environment poses a bunch of carcontrol
problems for the driver.

On snowy sections, the steering becomes light,
almost like driving in a skid-pan, and the drivers’
vision is hampered by falling snow and rain.
Examine the track-breakdown for more detail.

-

B T s ——

e

FLAYER 2
L LLLEES
==

LAYER 1

eVl T r_' 1

e
R FRE S

e '-I-E--F'H‘:t PE!D‘HT:H\_

“The basic aim of the eight levels,” says Shaun
Southern, chief programmer, s to create a
different atmosphere on each stage. The exira
effects such as lightning, overlaid snow and rain, B |
sparks on the tunnel walls, smoking wheels, etc, 8
should do the trick.”

A criticism of the first game was that hitting a
road-side object would virtually put you out of the
race. “This time, we've improved the playability S

- CONTROL—
¥ |

|

Ho matter how busy or empty the road, Lofus 2 promises a constant update rate
of twenty-live frames per second, Steeper hills and twistier turns necessitate far
i more driving skill and less all-out speed.
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so that when you hit a sign or another car,
you're nok left stuck at the side of the track.
Instead, you're thrown back onto the road and
into play as soon a5 possible. This way we've
been able to be quite tight on the times for each
level, making for a more exciting race.”

The speed of the game matches the first,

added together
g P e oz jon has a bunc

stage will be preceded by a map.

1Mﬂ- Lots of trees and bushes. Logs :a:dht
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although is unlikely to beat it. “We're looking at
twenty-five frames per second on average”.

The two-player option worked so well in the first
game, the team had their work cut out for them
when trying to produce an improvement.

FRAUEED

Hitting roadside obsta-
cles is considerably
less frustrating than in
Lotus 2, since you're
positioned back onto
the track immediately.

Flayers can now link up two machines, Amiga
and ST. By selecting a slave machine, and a
master, three players can race against each
other, one playing with a full screen, and the oth-
ers in two-player mode on the other machine

THE CARS

Both the Lotus Esprit and the Elan are raced dur-
ing the game, on alternate stages. "Esprits have
far better straight-ine acceleration,” says Shaun,
“although the Elan has better handling, so can
get through the corners quicker”,

White overtakes red! Red floors
the gas and makes a desperate
challange, and... overtakes white!
The two-player mode is made an
even tighter contest thanks to the
tuning of the track-repositicning.
No mors lead-from-the-start no
contest scenarios here!

WHIEEE LY
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Ever wanted to play a
game like Elite, but where
you could do whatever
you liked? Empire and
Jason Kingsley have got
the solution - and we've

got the details.

hat Jason Kingsley is, by all accounts,

a bit of a geezer. He was responsible

for the innovative arcade adventure

Blade Warrior for Image Works (which

is only now, after several delays,
seeing the light of day) and put together the
rather nifty whodunnit Murder for US Gold. Now
he's back with a vengeance once more, this time
with a game that's a little bit like Elite - except it
isn't.

Eye Of The Storm's scenario is as complex
and elaborate as the game itself promises to be,
The whole thing revolves around the planet
Jupiter (the largest planet in the solar system and
known as a gas giant due to its particularly
volatile and stormy compaosition).

Well, you know that big red spot that Jupiter's
got? Right, well that's called the Eye of the
Storm, you see? The idea is that in the future life
has been found inside the red planet’s eye, and
under interplanetary law the area is designated a
freefor-all zone for scavengers, mercenaries and
whoever else is interested in exploiting the
region. You play one such merc, a maverick
scientist who has come to the eye in his
spaceship with an eye on making a fast buck,
and, as an overall goal, achieving control of the
eye,

“The idea for Eve of the Storm comes from a
whole variety things, scii movies and the like, |
particularly like the whole Star Trek idea of
venturing into space and discovering new things.
And | suppose it's also got something to do with
my imagination when it comes to strange
creatures and monsters.

So far as the game itself is concerned, |
wanted to create something that | could play,
and would be able to come back to six months
later.

“The idea was to make something that was
different every time you played it, and that's why
| wanted to steer right away from games like
Elite which have a very linear game design. Eye
of the Storm is more like a web of different ideas
and elements which are all networked together,

EYE

F THE
STORM

50 you can play the game any way you like.
There is combat, but you don't have to fight.
There is trading, but you don't have to trade. |
think games like Elite can get very boring and
repetitive - buy something here, have a dogfight,
sell it somewhere else - and that's just the sort of
thing we've tried to avoid.”

Isn't designing a game with a more surreal
structure a more torturous affair than the familiar
method? “Well, yes and no,” says Kingsley
surprisingly. “It's actually easier in some ways
because it requires less work to make it

different. Mo, let me put that another way.
Because it's networked, you don't have to
consciously tie stuff together because the player
can just go wherever he wants.”

The game itself is played, on the surface at
least, in the traditional Elite-style, from the
cockpit of your craft as you fly around Jupiters
gaseous atmosphere, fighting with other mercs
{who are there after the same ends as your ownl
running missions and, as an interesting touch,
exploring and surveying as much of the area as
possible, seeking out new life forms for cash

ensrrm—

——
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There's also a thing called a Songspinner,
Which is a giant rock that starts to rotate when
you shoot it. As you shoot it more and more
tmes it spins faster and faster until it starts to
hum, making a noise like whalesong. This sound
aifracts a whale, who comes along and gives
you & message. There's plenty of aesthetic stuff
100, ike 2 the plants have real life-cycles, and
you can actually watch them swelling and
ripening."

While Eye of the Storm's ;;iluplay is quite sur-
real and “free-range” in 0551 e, there are some
more familiar, linear elermerits, such as the
missions that crop up from time to time. "You've
got these people called patrons, who are kind of
the interplanetary barons,” explains Jason,

"They're tremendously wealthy, and float
around the eye in these giant dirigibles. There
are eight patrons, each with different
personalities, and each has eight missions to
give you." The only problem is, because the

patrons are so fabulously rich, they don't actually

IMACTIVE  WCTIVATE

need anything j[done and so the only reason they
give you missions is so they can have a laugh
watching you risk your neck. Serious players
may nof like to think themselves as throwaway
entertainment for galactic fat cats, but the cash
bounties on offer for the missions are so large
it's often worth taking the risks involved.

To increase their entertainment, the patrons
are likely to set the player up with false missions
- for example, you could get sent to a certain
sector on the pretence of collecting something,
only to find a flotilla of enemy ships waiting for

VANMCID COMPUTER EMTERTAINASEN “



them. To survive such double-crossing tactics,
players must be on their toes at all times.

Talking of enemy ships, they come in the form
of Hunters, high-speed fighters that for the most
part roam around the eye looking for something
to shoot at. Four hunters in particular, however,
aren't to be taken so lightly. They're
professionals, out in the pursuit of pretty much
the same goals as you, but mercilessly ruthless
in the way they achieve them.

Because they're so nasty, there’s a large cash
bounty to be had for killing one, although the
more sensible player will want to earn more over
a long period by picking up small bonuses fof
individual dogfights. "One feature that I'm quite
pleased with,” says Jason, is that you are able
to see exactly what any of the four main hunters
is doing using special remote cameras. You can
select inset views that basically shows you what
the selected hunter is seeing from his craft.

It's useful for keeping tabs on them, particular
ly if you want to stay out of their way, and if you
do get into a fight with one and he goes out of
your sight, you can use the view to see what he's
up to.”

If all this sounds a bit hectic and bloody,
players can choose a more sedate way of
earning a few bob, as Jason explains. “Because
the eye of Jupiter is an uncharted area, there is

MMMM, FASHINATING!

Eye of the Storm employs all sorts of clever cutting-edge technical tricks
and techniques, the hottest of which is Gourad shading - the
new buzrrword among hip programming types. So what
exactly is it. “Gourad shading is the next step on from light-
source shading,” Jason explains. “Basically what it does is
smooth sut the hard edges in polygon shapes using colours.
Where you have two polygons meeting along a sharp edge,
Gourad uses colour graduation to make the join less sharp.
It's a very new technigue, and combined with Bezier
curved polygons, we've been able to produce some very
interesting shapes indeed. We're only using Gourad shading
for the organic objects in the game though - all the mechani-
cal objects like spaceships are supposed to have sharp edges

after all.”
Mmm, fashinating.

“ ADYANCED COMPUTES ERTERTAINMENT

TRADE PRICE DAY TODAY!

Despite Jason's insistence that Eye of the S5torm isn't like Elite,
there is one aspect about which there can be no dispute - trading.
But while it's there, Jason's keen to point out that it's a far oy
from the “repetitive” sort that occurred in Elite. “You can trade
with aither the hunters or the patrons. There are two ways of
trading - you either buy something from one person, then sell it
to someone else at a profit, or go looking for stuff to salvage for

free, and sell that.”

“There are five types of rare mineral in the eye that most of

([Abowve amnd laft)
Fish! Some of the
bizarre creatures found
in the gassosus
atmosphere of Mars.

the trading is based around, and you can also trade alien artifacts
and fish{!). The problem is that the more expensive minerals are

protected - one kind, for instance, is protected by the Great Eye of
Terror, which paralyses anything it sets its gaze upon. If it looks at
you, you're dead In space until it looks away. The same applies for
any of the hunters that may come looking. You can also go miner-

{Above] This is a stargate. By flying through
it, you can go to a different place. You can
actually define where your sxit port will b,
through some seriously complex flddling.

al mining, by blasting away at rocks, some of which contain

diamonds.”

all kinds of undiscovered wildlife about. You can
garm money just by seeing new forms of life,
because everything you do is recorded. If you
find something for the first time, you get a
certain amount of money, but if you see
something for the second time, or another
hunter has seen it before you, you get less
because it's already been discovered.” The
forms of life are many and varied, including
sharks, jellyfish and dragonflies, and the type of
life you're likely to find changes as you move up
and down through the different levels of the
eye's gaseous atmosphere.

[Balow) Two spaceships on an
sction-packed strafing run.
You can enber combat soenar-
s If you wish, or take the
cowards way and simply
axplore and trade.

In order to preserve that “still playable in six
months® quality that he's been searching for, he
and programmer AJ Perrott (of Starglider 2
fame) have endeavoured to make the playing
area as large as possible. “In geographical
terms, it's somewhere between ten thousand and
sicteen thousand miles square. In the game, that
translates into, let's see... if you had the fastest
ship in the game, travelling at top speed, it would
take you around six to eight minutes to travel
from your base in the centre of the eye to the
very edge. In fact it's impossible to travel that far
in one go, because you wouldn't have enough
fuel. You'd either have to position special fuel
pods along the way, or use one of the special
teleport gates.”

While Jason has been working on the design of
Eye of the Storm for over 18 months now (‘Tve
always wanted to do a 3D game", he says), cod:
ing has only been in progress for the last ten.
Currently he and AJ are trying to figure out what
objects in the game will be indestructible. Once
that's done, it's down to a marathon session of
bug-testing which, for the most part, will consist
of sitting back and watching the game to make
sure everything behaves exactly as it should.
The release date for PC, ST and Amiga versions
is set for September - watch out for the full ACE
review around that bme.






MEGA

US GOLD hopes that Mega Twins will be the Rainbow
Islands of 1991. ACE visits Manchester-based Tiertex

to see how CapCom'’s cutesy coin-op is converting...

he Eyes have it. Or, to be more precise,
Tthc Blue Dragon's Eyes have it. Magical

powers, that is. An ancient legend in the
Book of llumination prophesies that should the
people of Alurea ever be under threat, the Blue
Dragon's Eyes will appear to save them.

But you can't trust fables. One grey day, a
monstrous Warlord invaded Alurea and put the
King and Queen to the sword. It was only thanks
to the courage of loyal courtiers that their twin
baby sons escaped death.

Fifteen years passed, and the twins grew
hungry for revenge. Strapping on swords and
putting their best platform-hopping feet forward,
the two teen-warriors set out on a guest though
six levels of arcade action to find the Eyes and
save their Kingdom from evil's slavery...

CAPCOM KINGS

Tiertex are no strangers to CapCom
conversions, being respansible for the recent UN
Sguadron and Mercs. This current project is
being programmed by Andy, with Wayne on - b et bl 7 W o
graphics and John writing the music and sound tiny (8 x 8 pinels) to huge (128 x 104 pixels). Many of the larg-
FX. (For security reasons their surnames must A SRR ot S SR S S
remain Top S ecret!) Work started back in
January using the FDS development system, but
mid-way though the project Tiertex switched to COIN-OP COMPARISON
the newer, maore-powerful SNASM system.

These screenshots are from the original coin-

What is it that they like about Mega T_wfnﬁ? It's op. Apart from the cbvieus - and unavoidable b
got plenty of colourful sprites, fast action and it's . decrease in colour, Tiertex has done a Laval Five. At first he sits on a choud at the top of the
great with two players. The wide range of varied marvellous job of porting the detailed screen and sends wave after wave of peanut men to attack

levels keep you interested because you want to graphics across to the Amiga and Atari ST. o e o S B

see what's next.” Indeed. As well as the tradition-
al crosscountry monster bashing and platform
jumping antics, the Mega Twins have to negotiate
underwater caverns and even fly through nasty-
infested aerospace at one point (thanks to a
magical flying capl).

Although Mega Twins is Andy's first 16-bit
arcade conversion (he previously wrote
Defenders of the Earth on the Spectrum), it looks
like the work of a seasoned pro. Many ST
scrolling games have drab, repetitive backdrops
because they're built from graphic blocks stored
in memory in several pre-scrolled positions. This
means memory is rapidly eaten up, restricting
the number of different graphic blocks that can

PLAYER |
B Feex | Imah » DB Pounds

be stored. 1] ' PLAVER 2

Mega Twins' backgrounds, on the other hand, A A ] E Fess / 103 Pounds
scroll smoothly and are packed with variety and ; ; v Pr tesncs Mesarilbstns o0 Jais his brovhe
colour. Very impressive. How did was the effect i % : : snd salis reveass 1or shair Pareass Deash
achieved? Andy doesn't want to give too much -
away, but states, “The scrolling in Mega Twins Can the Twins save the Kingdom? Their fate is in your (and

uses no prerotation but takes up a lot of screen o e
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(Abowve) On Level Three you don a special winged cap for some
worlad escapades through a cloud-filled sky. Things look a little
crowded - perhaps it'd be wise to use a smart-bombish Magic
Bomb to clear tha air.

[Right) The first level sews you making your way though the
woods. Those blue guys may be cute, but they're just a deadly
as the ugliest monster. A single jab from your magic sword
will see them off.

(inset right] Don't clam wp! This giant shell guards the entrance
to some underwater caves. To progress you'll have to slioe ‘n’
dice the cute little Hermit Crab first. Don't get too sentimental
- the crab dossn't give & second thought about doing the same
o you

NO COMMODORE COP OUTS

ood as the 5T version is looking, Amiga Mega Twins promises to be even better! The Amiga’s blitter

and hardware scrolling capabilities will be fully used for a faster game, and the Amiga’s wider

palette will also be implemented to give subtler colouring to the graphics. Memory permitting, cer-

tain background features - like the giant waterfall - will be animated.

Tiertex toyed with the idea of including the arcade machine's parallax, but eventually decided against
it. The reasons are simple: parallax would mean using the Amiga's “dual-playfield mode’, which only
allows backgrounds in 8 colours. Tiertex felt the decrease in colour would spoil the look of the game.

memary. It the most difficult bit of the game to
write. It's a massive piece of very complex code,
and took me & month and a half to develop.”

SCREEN TO SCREEN

S0 how do you go about porting a complex coin-
op like Mega Twins across to the home
machines. Did CapCom help much? “As develop-
ers," says Tiertex's spokeswoman, Rachel
Farrow, “We don't really have that much contact
with them. It's usually US Gold who deal with
them. At first, we were given a video of the

game being played through, but later we were
supplied with the actual arcade ROM board, so
we could get the feel of the game correct as
well as the graphics.”

The arcade machine's graphics were digitised
straight from the screen, then ported across to
an Amiga running DPaint 3 for re-mapping in 16
tolours and general touching up. The
backgrounds are split up and stored as 480 16
% 16 piel blocks. Although the sprites and the
backgrounds use the same 16 colours, raster
sphtting will be used to generate a different
eolour palette for the score panels.

~ THE FUTURE?
Mega Twins is well on schedule for its August
gompletion date, and should hit the shelves in
 September. But as arcade machines get more

fliovn-

('l'

Carefully does it - you're approaching the end of the sixth and final level, where you finally confront the two-headed dragon.

. : i
._Q.H!u. ey

ol =

This 5T shot is a fine sxampls of the highly-detailed backgrounds. Thanks to Andy's WMIMMMHMM
compromises in speed or smoothness to achieve this - the 5T game scrolls the backdrops in teo pinel increments every two or

three frames (depending on how much action there is on screen].

and more complex and become more like funfair
rides than games, what do Tiertex think is the
future for coinop conversions? Rachel's answer
is unsurprising, “We think the future's very good,
though with some arcade machines it's only pos-
sible to get a gist of what the original is like
because of hardware limitations.”

Fortunately Mega Twins is the sort of game

that doesn’t wow ‘em in the arcades but converts
well to the home machines. And Tiertex is very
happy with their work so far; “Mega Twins is very
faithful to the arcade original, incorporating near-
ly all of the graphics and playability.” But a
Rainbow Islands for our times? We shall see,
readers, we shall see...

® David Upchurch
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ACE always awards seals of approval for outstanding
software performance. If a game really breaks the
boundaries in sound, graphics, or originality you'll see the
appropriate ACE Award flash on the review. Unless it's truly
dire - in which case it'll get the ACE Turkey award. Software
houses: you have been warmed!

ACE only awards this one to
S games of outstanding
guality. A 900+ game is a
il classic title, recommended
..rra | :' a Z without hesitation.

Originality counts for a lot
these days, and any games
that have it deserve a special
mention. This ACE award is
reserved specifically for these
rare games.

Core Design’s Thunderhawk promises to lure arcade Jimmy White's Whirfwind Snooker from Virgin.
fans into the polygon Might genre. And by golly, we Anything but, if you will, a load of balls.
think they ve cracked it. See page 52 See page 58

One of the first things to grab
you in a game is its graphics.
Games that redefine the state-
of-the-art get this seal of
approval from ACE.

HIGH FIDELITY

ACE's reviews, you should find, differ from those in other
magazines. And frankly we're pleased. It's not an
intentionally contrary stance, but we do rather pride

ourselves in spotting those niggling little flaws which make
games less enjoyable for you. While other titles may well be
happy to promise later levels full of excitement, we'll only

tell you what we've seen for ourselves. Hopefully, the result
is an altogether more coherent, reliable and believable read.

Sound is the 'forgotten”
aspect of games - but can
make or break them. ACE
only awards this one to
brilliant use of audio in a
game.

The PIC - Predicted Interest
Curve

- is the most sophisticated
reviewing tool around.

The curve is divided into six
sections, indicating the player's
adrenalin level after one minute,
one hour, one day, one week, one
month, and one year. And this

:"ll' packaging and presention are Pﬂt‘dlﬂtrt..hut after a can tall rﬁu a lot-more about a
'-'tl:l"::::::l':Tri:::ﬁi::i::ﬁ:l:;irr::lal::l:’::?dnwnhlII game than j“s't the interest
from there on.. levels...

The minute, hour, and day
ratings can tell you a lot too. If
thera's a dip here, followed by a
rise, you've got a game that may
take a bit of getting into.
Alternatively, the graphics may
put you off for a while until the
gameplay starts to grip. Check
out the PIC comment for more
details.

MEGADRIVE

THE LINE UP
Computer and Console pages 52-78

52 THUNDERHAWK Core Design
56 CASTLES Electronic Arts

58 WHIRLWIND SNOOKER Virgin
50 CENTURION Electronic Arts
51 ALIEN STORM Megadrive

62 MAUPITI ISLAND Lankhor
64 SLIDERS FPalace

67 BEAST BUSTERS Activision
68 ELF Ocean

69 WILD WHEELS Ccean

72  R-TYPE N Activision

74 PSYCHIC WORLD Game Gear
75 G-LOC Game Gear

76 CHOPLIFTER Game Boy

77 HATRIS Game Boy

We won't rate a game unless it

® Twelve disks to represents what you'll find on the
shelves. If a game's not finished, we
won't rate it. Instead we give it an
ACE Preplay verdict panel that tells
you how we think it's shaping up. In
maost cases, a full review of the
finished game will follow in a later
issue.
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Just in time to catch the
combat-sim-without-the-
sim wave before it
becomes a cliché, CORE
DESIGN proudly present

their whirlybird actioner

ey're sick of boring flight sims, are Core,

And they feel that the buying public are the
same. So Thunderhawk's mission is fo fly
straight into the metaphorical, if you will, kil
zone' of gameplay without all that pre-flight
nonsense that everyone finds such a drag. And
while it's wrong to assume that there's some
worldwide backlash against detail, it's true that
the statistic brigade have already been more
than admirably catered for. And so, while
Microprose et al deal out the heavyweight sims,
Core are endeavouring to pull that lucrative pool
of arcade fans into the genre more gently. Well,
that's the plan.

And it appears to have worked extremely well,
There is, of course, a great difference between
depth and unnecessary complexity. Stripped of
virtually all irritating drawbacks Thunderhawk
scores actionpacked hits in all areas. For a

start, everything is controlled through the mouse.

Everything from weapons selection through
helicopter control to target tracking. Only when
flicking through the externalcamera views of the
action need the player's fingers ever encounter
the keyboard.

Far from being a nightmare memory-test of
clicks and non-clicks, the system holds up
extremely well, making it tricky for all but the
most dismal pilot to perform all those hilarious
flying into the ground stunts when they were sim-
ply trying to select their next target.

The game is broken down into a series of cam-
paigns, each featuring the hybrid chopper

B2 A ANCED COMPUTER ENTERTAIMMENT

{Above and above left and right] Missions are mast cammanly
flown under the cover of darkness, but burzing targets in an
arure blus ocean is a worthwhile visual treat.

(Top) The precision and ergonomic excellence of the flight con-
trols allow for some dead tricky flying. Witneis a relative
novice pilot's nutmeg-the-oll-rig display. Packed with lovely
touches, Thunderhawk is a joy to behold.

{Left) External wiews of the helicopter are useful for working
out exactly where your targets are, especially when they're
immediately below you. s alse so sasy to hover the choppsr.
that even when cycling around with the mobile camera, the
player can be confident that no ground-related harm will coms
ta him,



g the terrain like pros thanks

# Right button and forward/back - Increaseldecrease engine torque J
-mhmmkm-hmumﬂm {if hovering)
# Right button click - Cycle through weapons

AUTO
EXTT

Water-borne targets boast heavy air-defences. which prove ta
be tougher than any anti-aircraft fire. They comae in fast and
won't let up until either thay - or you - are done for.

gunship in a pivotal role, working at the enemy
defences allowing ground troops to do their
work, In the first campaign, for example, a
defecting Soviet physicist must be assured safe
passage from deep behind enemy lines, The
campaigns are further sectionalised into
objectives. In the safety of his headquarters, the
mysterious allied controller Jack will talk you
through your next mission, highlighting key
targets which should be destroyed to ensure
SUCCEsS.

Before taking to the skies, the pilot of the
chopper must select the most appropriate

ations theatre, satellite reconals-

sance film of the sext mission's arsenal for the mission. An automatic default wil
targets are shown in select a decent selections of usable tools for the
mmnmm;h. job, but seli-confident flyboys can stock up on
biiack-and-white film images. flashier kit to suit their personal preferences. [

wroatamint

a—




iy

Essentially, the player is continually presented
with a list of targets to destroy, some
information on the defences in the area and the
benefits of a successful mission. Depending on
whether you're feeling like a top-dog killing
machine or simply want to get the job over and
done with, you can elect to try and clean the
entire combat zone or hit only your specified tar-
gets before escaping. The rule of thumb is that
by working a bit harder on each mission, destroy
ing as many ground troops and defences as pos-
sible, your forces will be in for an easier time on
the next mission.

Even in the most ferocious firefights, the
handling of the helicopter works intuitively. Some

{Abowe) Realistic objects shift with impressive speed, and
refrashingly litthe fuss, Core claim their routines are the
fastest around, and we find sursalves in no position to argue.

[Right) The personalized intro names the player as the rough-
&5t most toughest s.0.b, who every flew a whirlybird.

serious thought has gone into the control
method, making it probably one of the friendliest
and most flexible user interfaces around. (See
the "You're In Control" panel)

That the game packs more combat into five
minutes than many manage to muster up in half
an hour while still maintaining a degree of realism
and purpose can only be a testament to Core's
design ability.

The sectionalisation of the game works particu-
|larly well; providing short, punchy game
sequences, and since flying through dead air
space is kept to an absolute minimum (having
completed your main objective, turning tail and
heading for home will trigger an automatic back
to-base situation) Thunderhawk plays like a set of
good short stories. Not so much a Tom Clancy,
more an Action Man novella.

VIEW TO A KIL

Aside from external helicopter vi
view your chopper from a fixed dé
any elevation) and the zoom infout t1e layer
can opt to view the action from eitief an in-
weapon camera or from the p.o.v. of the
currently selected target.

Th t exhilarating

Presentation and ergonomics are geeeHest
throughout, and all the words about fhought I
being put into how the game is playdd, working
from the user back, putting the fun Back into e
flight games which sounded so hearjt-all-before a
couple of months ago have been prgued to be
justified.

rget rushes into

e latter results in
ome §specially dramatic ts at night, with
our helicdpter's t r rounds
creanling in at the targetibefore the screen
urns o static snow.

oota

@ Jim Douglas
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{Above) Tha introduction
sequence bells the film-nolr
tale of a top spy
commander informing the
President that they'we
found the right man far
the job. & man tough
enaugh to fly solo mission
inte the world's flashpaint
troublespots, & man wha
would not flinch in the
face of a hundred incoming
Mavericks. A man with
your name!

Destroying targets with inappropriate weapons can & gtrangs
ly satistying, whether it's dropping an unnecessarily large
suplosive charge on a residential house or by taking on a tank
with a machine gun. Real Wings of the Apacha stuff.
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Qsthes takes several existing gameplay

enres and combines them with a healthy
dollop of historical authenticity to provide a game
packed with punch, promise, and pitfalls in
roughly equal portions. The punch and the
promise give the game a very high initial impact -
leading you to believe that it is every bit as good
as other magazines have cracked it up to be.

After about five hours play, however, distinct
reservations emerge, and after ten to fifteen
hours you're as acutely aware of the program'’s
deficiencies as you are of its good points. Let's
not be too harsh here: Castles IS a very nice
original package and a serious contender for
your cash, but the hype has rather overlooked
the weaknesses. Here's the run-down, so you can
make up your mind for yourself.

There are three game scenarios, involving the
construction of one, three, or eight castles as
part of your efforts to subdue the Welsh
chieftains. Using reference material provided
(and your own imagination) you design your own
castle and then hire labour to build it, along with
military (soldiers and archers) to defend it.

Your castle consists of walls connected by tow-
ers (square or round) and broken by gateways.
There are seven classes of labourer and the bulk
of the gameplay consists of optimising your
labour mix and its application to each element of
your site. This is a complex business if you want
to do it well, because (a) the requirements of,
say, a wall will vary during construction (more
diggers required during the early stages, for
example) and (b) the game does not tell you how

A
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First, design your castle, placing construction elemaents on the
mag. Take care to select sultable terrain - don't, for exnmple,
putihllwiwwnnhpwflmm1 i you make a mistake
wummh-rmmlmm-mmﬂm't
waste time building anything you're not 100% sure of).

many of each labour class are assigned to an
element.

During construction, your site will come under
attack. You are warned of an attack either imme-
diately the enemy is sighted or sometimes by a
messenger screen reporting movements of
enemy forces. Although some attempt is made
to generate excitement through reports of major
offensives, in practise the opposition starts weak
and climbs a steady curve, pitching its strongest
force at you at the end. For this reason, and
since there is minimal strategy involved,
defeating the opposition is a lot easier than it
ought to be.

THORNY DILEMMAS
There's also a Dictator-style side to the game,

INTERPLAY/EA grant you

planning permission for a

which complicates what would otherwise be a
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Your castle is row in the early stages of construction. Right
now, we've got teams working on the north wall. Towers take
longest to bulld and should be tackled first, so that they can
give support to the walls alongside. Walls may collaps# If adja-
cent slements are not tall encugh to support them.

pretty simple challenge. First, you must balance
your finances, which are based on taxation, and
avoid bankruptcy. The latter can lose you the
game (at least in the single castle scenario),
since your soldiers desert and the enemy can
then, in the early stages, completely destroy
your site.

As well as manipulating public opinion via
taxes, you must also respond in a multiple choice
manner to dilemmas presented to you by
messengers. These dilemmas demand that you
take action or pass judgement in disputes involv
ing either the nobles or the Church. The choices
tend to fall into the same pattern: either you
please no-one with a compromise or you please
one of the two parties and anger the other. Stick

BN PC

P

ok arsd heybaard options, this game really criss o
Firol. it aluo crbes out Tor 1.5 megs of hand dish space
noleat than some of the B-meg monsters

Do sign
DO T
l nxes
Mililary &
Food
Oplions

mediaeval det'd. des. res.

cumborid to, The game supports CLA up to lour
WA, AdLil, Aoland, and Scurdblaster, Gamaplay on anything
less tham a 286 is agonisingly slow and a fast machine in
recommmenced, particularly for the eight castle campasgn

complete w/outstanding

s gy s g

b country views, 25 beds,

4 rcptns, + oubliette...

The MAIN viewpaint shows the current castle in isomatric 30 AMIGA
format. it's usetul for getting a dose-up view of work in ATARI ST
progress, particularly for sesing which slements are using up e
scaffolding (the availability of which can be a limiting factor IBM PC
during construction]
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to the latter and you can't go far wrong.

Al this is presented using straightforward text
information screens, usually with some static
illustration, or by one of two views of your site -
see the screenshots for details - showing your
workers scurrying antdike about their business.

COUNTING THE NIGGLES

All this makes for very absorbing gameplay - for
a while. So what goes wrong? First, the
documentation is very poor to the point where
parts of the game are almost unplayable without
some unsupported lateral thinking. For example,
you can actually redirect labour crews on

existing site elements using the DESIGN option,
which gives you an overhead view of the site.
This is necessary because, using the ispmetric

view, it is sometimes impossible - or at least
extremely difficult - to click on areas obscured by
others that stand in front of them. The program
provides a flip viewpaint function to facilitate this
but it doesn't always help.

The documentation also fails to support the
Interesting aspects of castle construction as
implemented in the program. For example, the
code is obviously allocating different labour
classes to different elements at different times,
but neither the program nor the documentation
Updates you on this score. More on-screen infor-
mation about what's going on would have made
a big difference.

In later stages of castle building, you have no
way of telling the difference between an almost-
fnished section on which work has stopped for
some reason and a finished one, other than by
glicking on it with the mouse for a labour report.
it woukd be nice, particularly when you've just
restored a SAVEd game, to have all the elements
reported on in either a different screen format
18.. a Master Mason's report) or, even better,
oikscreen with arrows and boxes reporting on
each element.

There are numerous other niggles, ranging

from the fact that even the Treasury can't give
- o & total expense sum for your current
commitments (you have to add it up yourself),

through a failure to indicate
which current site element is
selected (useful when you have
two wall sections side by side
in an identical state of
construction), to the program's
annoying habit of interrupting
you at any time - even in mid-adjustment of
labour values, for example - with another
MESSenger or announcement.

These problems = and others like them — are
particularly frustrating because there's not
technical reason why they couldn't have been
sgived before release. Take the interruption
problem above, for example: far better would
have been a flashing trumpet or scout icon on
the screen, which you could click on as soon as
you'd finished your current task, invoking the
messenger screen - or suffer the consequences
of ignoring it. A similar design failure means you
have to be careful to pause the game whenever
you leave the terminal, even for short periods. If
you forget, messages (which do not wait for an
ENTER key to scrofl off screen) will have come
and gone, leaving you with a screen of multiple
choice options and no idea what's going on.

When you finish a game, you get a very brief
analysis of your career - far too brief, in fact. It
would be nice to have had some form of
performance analysis on your labour allocations,
for example. As it is, you feel a bit let-down after
spending so long constructing, conciliating, and
kicking ass.

On the positive side, Castles is genuinely differ
ent. You get a feeling of authenticity and a task
that constantly requires attention, spiced with
numerous little added dilemmas. On the minus
side, anyone with a decent brain is going to find
the one and three castle campaigns rather easy
(the eight castle campaign is as much one of
added patience as it is one of added skill). In the
end, the absorbing gameplay is slowly eroded by
niggling shortcomings and the frustrating feeling
that just a few extra ounces of game design
would have resulted in a real heavyweight title.

@ Steve Cooke

AR RSN SCREENTEST

(Main Pic Left) Yay! We've nearly finished
this castle. At this stage, you can expect a
large attack by the natives bafore receiving
a final congratulatory screen, which assess-
&i your reign and reports on your standing
writh the various social factions.

[nset Below) Help! We're under attack.
Your labour teams have svaduated the site
and the program glves you a chanoe to
place military units in position before the
enemy arrives. Onoe the opposition is in
range, your infantry units will move
towards them and fight, while you direct
individual units towards individual targets,
Archars remain where they were
positioned, so careful placing is sssential to
mop up any survivors after the infantry
assault. If the enemy breaks through, they
will attemipt to destroy your castls and - if
you're in the sarly stages of building - they
may well send you right back to stage one.

The DESIGN screen shows you an overhead view
of the site and can also be used later in the
game to direct labour teams without having to
scroll arcund using the large scale sometric
wiew

Il sand 6 massengar 'I!-a-tr;[n
megoliala o bruoe,
Bl poy Hhair chviaflain LS00 Lo Lon

Every so often you'll be “visited" be &
meisenger. The news (either good or bad] is
then followed by a multiple-chalce responss

laxes M
Military :’:
Food '

Oplions M
_ b

fou can also view combat in the MAIN mode - more attractive,
but rather more difficult to control your troops
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SCEEENTEST ERSARER.

{Balow Right Inset) Whether you
want to impress your mates or just  ever the same, because the pack
get in a bit of practice, the Trick
Shot Editar s for you. Hare, you
can set up any shot you like, plac-
ing balls anywhere. Shot set-ups
can be saved out te disk so you
can relive those show-off
moments time and time again.

Snooker loopy nuts are
we... and it’s all thanks
to VIRGIN and Archer
Maclean.

And it's hardly surprising, given the quality of
the latest game from veteran programmer
Archer Maclean. From the violent excesses of
the brilliant Dropzone, International Karate and its
even harder sequel K+ to the hushed
atmosphere of the matchroom and the famous
green baize? Hardly a predictable move, but the
end result is, nevertheless, a winner - and
Archer's most remarkable game to date.

Cue games have of course been around as
long as people have been able to program - plot
a few coloured shapes, bung in a few angle-of-
deflection algorithms and away you go. Even the
idea of taking the genre into the third dimension
is nothing new, thanks to Nick Pelling’s 3D Pool
of two years ago. One vital feature that's been
missing from all these past efforts, however, is
any element of realism. No game has ever
recreated what it's really like to play Snooker.
Until now.

BB 0vakcen cOMPUTER ENTERTAINMENT

[Right) No two break-offs are

of reds is assembled with minute
ditferamces in the gaps between
balls each time - as this dose-up
shows. Thus, as in the real thing.
you can naver be quite sure how
a break is going to go until
you've played it

Jimmy White's Whirlwind Snooker uses an
approach similar to the aforementioned 3D Pool -
the idea is that you view the game on screen
from the same angle that you would view the real
thing, so shots are really lined up from behind
the cue ball rather than floating over a plan-view
table like you're having some kind of out-of-the-
body experience. The table can be rotated
through various axes and viewed from adjustable
proximity, 50 you can see what's going on from
virtually every angle conceivable - the
computerised equivalent of walking around the
table and leaning in to get a better idea of angles
and distances before playing a shot.

More than anything, the trick with Snooker
games has always been simulating ball
movement accurately, so that the game plays as
it should, without balls careening off at inexplica-
ble angles or suddenly running out of momentum
for no apparent reason. In JWWS everything is
spot on, and those who play the real thing
regularty will be most impressed, as they see
that they make the same mistakes on screen as
they do on a real table. As in the real game, ama-
teur players are likely to get mighty miffed until
they learn how thick or thin to hit a ball in order
for it go at the right angle, but once you've
picked up the nack there's nothing quite as satis-
fying (and tense) as break-building.

[Above) A special computerised targetting line Is available at
all tirses, and often invaluable for when playing long or tricky
shots - show-ofis will prefer to leave it off, though. In its moms
sdvanced form, the line also shows how the cue ball will
bounce off cushions - particularly valuable when trying 1o get
out of snookers of “double” a ball into the opposite pocket.




|

[Right insat) M yii need to swerve the cus-ball over & short distance (to go around a ball between you and your target for "
Instance], you need a Massay shot. For non-snooker buffs, this is where the cus is ralsed almost vertically and the cue ball is B ; ; |
struck at an acute angle. In JIWWS, the view of such a shot |s recreated sccurately, so the higher you “tilt the table™, the more . 3 |
swerve will be applied. Warning: this shat ks strictly for the pros.

(Balow Inset) When a shot is played, special “cameras” can be put into operation to track the action around the table. The cue
bl target ball or both can be locked onto and followed, so things never happen out of sight. This made is also quite handy for
impressing your mates - we've yet to find anyone whose eyes haven't been sent a-goggling by its high-speed shenanigans.

ARCHER 188
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(Abowe Main Picturs) A lot of thought has gone into JWWS's icon contral - the control panel can even be viewed in two different ways so that it
mever grts in the way of the action. Spin, screw, swerve and power are all just a mouse click away, and befors lang you find yourself setting up
hats instinctively, withouwt even having to think about it. Full marks for implementation hare, as the less time you heve to spend fiddling with
trouhlesome icons, the more grey matter you can devote to the shot in hand.

While a two-player game is obviously the most
fun, a variety of computer opponents are provid-
ed for solo people to play. They are Tom (easy),
Dick (good), Harry (harder) and Jimmy (White, the
champion). As you progress, you can hone your
game, incorporating more sophisticated tactics
like positional play (you're lost at serious level
without it). Swerve, stun, screw and every type
of spin imaginable are all possible, and vital for
such dirty tricks as snookering your opponent.

The end result of such a comprehensive and
realistic approach to recreating snooker is

ATARI ST
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{kbave) Various plan visws are available, giving a more com-  without doubt the most authentic and playable That everyone in the ACE office has bean fighting to play Snacker
pleta view of the tabile. W's inadvisable to play shots from . . i teilarment ta s phenocmensl appeal, fnd because it has all the
here 25 fina angles are difficult to judge, bat it's often handy sports simulation ever seen on a home gualities of the real thing (whils being subsiantially cheaper and

mm:nhn:mﬂ:r:‘ m:h;lqlll:lr::.q from a _CQI'TIDU'[EF. It- looks thE S-Eil'l"!l':". plays t'hF‘ same and ::;-i;:h:::.lu: space), it's unlikely to iose its appeal for
it's virtually impossible to find something you can
B svvass remessbar b chalk pour cun do on a real table that you can't do here (short of
Playing a shot. 1t anly takes 2 mouse click, but ike the real tearing the cloth). The only omission would seem
:‘ﬁ'ﬂm:.m;ﬂ'ﬁ:ﬂmﬁﬁ =*  to be the absense of rest shots - no matter how
awkwardly a shot is positioned, it's always reach
able with a standard cue. That minor niggle
aside, Jimmy White's Whirlwind Snooker is the
ultimate sports simulation to date - and unless
some bright spark devises a way to beam a holo-
graphic image of a snooker table from the ST

RELEASE DETAILS

into your front room, it's going to stay that while AMIGA £24.9 SEFTEMBER
for quite some time. ATARI ST : SEPTEMEBER
@ Gary Whitta IBM PC 99 NEXT YEAR
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CENTU

Friends! Romans!
Megadrive owners!
Lend ELECTRONIC ARTS
your ears...

L:wbung back through the annals of world his-
ory, it's not difficult to find that, in their hey-
day, the Romans really knew how to put
themselves about a bit. In their time the boot
boys in leather skirts stoved in more than a few
heads and stamped their authority throughout
Europe. Electronic Arts' simulation of those
great and gory days first appeared on the PC
late last year, with an Amiga version following
shortly after - now Megadrive owners, so far
stuck with a diet of shoot-'em-ups and platform
games, are in on the act.

Centurion is ever-so-slightly similar in its basic
approach to strategy to that crusty Cinemaware
classic Defender of the Crown - which, upon fur-
ther investigation, is hardly surprising as the
author of both games is one and the same,
Kellyn Beck

You're cast as an aspiring young Centurion,
with a duty to defend his homeland and at the

Babooom! Taste electric death, allen scum! Beefcake Gordon
kicks xenomorph butt while the android Scooter looks on in
Allen Storm.

Attack of the killer trashcans. Gordon and Karla's weapons
have a limited energy supply, which must be topped up by
collecting the bonus icons. f & weapon runs dry, they're
reduced to hitting the aliens with the butt of the g,
Scooter's electric whip has infinite anergy. so he's alright.

B aoamcen CoMPUTER ENTERTAIRMENT

.‘

The First Roman Army faces off against an angry barbarian
force for control of a territory. Since the numbers leok about
ewven, this one will all b& down to tactics.

same time spread the Roman empire as far
afield as possible by capturing foreign provinces.
Things kick off in Rome (you know, that place all
roads lead to), with a single legion of soldiers
under your command and a city full of already
disgruntled citizens to deal with.

The fact is, getting your gloved mitts on other
provinces ain't easy. The people that live around
ltaly may not be as technologically advanced as
you, but they don't take kindly to’the Romans
marching into their territory and assuming
control. To win a province over, you've either got

This time it’s really really personal - courtesy of those
slimey xenomorphs at SEGA

Aﬁlﬂiieee! Aliens are over-running the Earth!
ot the nice sort of aliens either, not like
the ones with the spindly arms at the end of
Close Encounters. Mo, these ones are really hor-
rible, with big, slavering mouths full of razor-
sharp teeth, leathery scales and big claws. And
they're not here to be our mates either. Instead
they're spending their time rounding up innocent
humans, eating their houses and generally taking
over the planet.

Between them and planetary denomination
stand three awesome shadowy figures. The
ultimate warriors. The Earth’s last line of
defence. Or something.

Their names are Gordon (super-butch male),
Karla (wellendowed flamethrower woman) and
Scooter (C-3P0 lookalike with an electric
bullwhip). Together they must complete eight

RIO
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Chariot Racing is a good way to make a fast budk - providing
you've got the skill to get across the finish line first. It's posi-
ble to brike your opponents to give you a better chance, but
don't be too sure of yourself.

to schmooze them into a friendly alliance or, if

they're not going to listen to reason or you just
feel belligerent, blitz them on the battlefield and
seize the reigns of power.

Friendly alliances are relatively easy to
organise - providing the other party is willing to
listen. Problem is, most of the time they're not -
o violence is often the only alternative. When the
two armies face off, a variety of classic Roman
battle strategies are available to you and making
the right choice, based on the size and
characteristics of the opposing forces, is vital,

missions, blasting the alien filth back to the
galactic hellhole they crawled out of. And a good
thing too!

Alien Storm, converted from the Sega coinop,
is a one or two player kicking4n extravaganza
that's best described as Golden Axe with guns
and extra bits. The heraoles) stroll along from left
to right and as they go are accosted by all
manner of alien hordes. Combat is simple
enough - just hammer away at the fire button to
deal out whatever death you're equipped with
until the alien shrivels up and dies. The trick is
doing it without letting said aliens get close
enough to use their own particular special talents
against you. Each type of alien has its preferred
method of attack, ranging from mindless bashing
to jumping on top of you and sucking your face.

When you've battled through to the end of a



[Albove) The main map of Europe is where all the main strategy takes place. From here you select territories to invade, and check
on the progress of other armies and flests.

[Aborve left] Rome, city of the the living. a paradise on Earth. Many of your most important decisions are made from here -
ofganising games, building your armies and fleets and generally keeping watch over your progress.

If you emerge from the melee victorious, the

t province is yours to command - but you'll have to
d work hard to keep it that way, fighting more
battles to quell resistance forces and organising
games to keep the populace happy. You'd be

get a shot at seducing Cleopatra and becoming
Emperor of Rome. Hot stuff,

Strategy fans looking for something
challenging but not too Tefal-heady will lap this
up - it's an especially attractive proposition for

3 well advised not to squeeze them too hard for Megadrive owners, who until now have only been
 — taxes, or you'll find yourself with a rebel uprising  using their brains to send electrical impulses to
the nght on your doorstep. their joypad fingers. All said and done, it's a nice
r As the game progresses, so does your rank introduction to strategy, and hopefully not the

and level of power, More men come under your
command and you have access to ships to
spread your empire still further. You may even

last game of this type we see on the Drive.

@ Gary Whitta

stregt, corridor or whatever there’s some

human rescuing to be done. Enter a rather inter-
esting (and very fast paced) Beast Busters style
sub-section played in first-person perspective as
you torch everything in sight through your
weapon's roving crosshairs. In addition to the
aliens swarming about and leaping at you, there
are iferestoring medipacks to blast (a neat fea-
lure is the game of ping-pong that often

oevelops in two-player mode as you and your
mate battle it out for the bonuses - the prize
Boes to the last person to shoot the icon as it

falls down the screen) and you can also blow the
hell out of the background, just for a laugh, What
seems strange, however, is that the human
hostages that run across the screen to safety
can't be shot. It might have been better to leave
them wulnerable, 4 la Operation Thunderbolt, so
the player must be careful where he shoats.
Anyway, once that's all over with, there's anoth-
er short sub-section where the players run at high
speed across the landscape, shooting everything
in their way, and then it's back to the familiar
action on the next, tougher mission. And that's

1] : about your lot. The ubiquitous end-oflevel nasties
i i are out in force, and the designers have done
2 e e R their best to make them as bizarre and as
gruesome as possible - although since the game
has such a camp air about it {innocent dustbins
nod and oil drums come alive as mutant snails and
attack you), it's difficult to take any of it seriously.
o,
|
5 il ch incentive to return. Selectable dEfficalty
lEﬂ: el i o rectifying that, though
to
]
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lents
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2, 1 ADRWE  £34.99 OUT NOW (Import)

versus-player tennis games as the partners fight over who gets
the most power-ups.

MEGADSIVE

g
N

strategy At toa berhirows, Centunion doesn't take

i - bt there's still encugh there 1o keep e
for & while to come.

MEGADRIVE

QOUT NOW

Perhaps that's why it's much more fun in two-
player mode, because you can have a laugh with
your partner while you blow away all and sundry,
particularly in the gunsight section.

What disappoints most is that the heroes'
weapons really aren't that good and, while some
of the action set-pieces and smart bombs are
quite impressive, the guns themselves are a bit
pathetic and don't have the kind of awesome
wasting power that would have given this game
some real fun. Marks for effort - and fans of the
coin-op and Golden Axe will be happy enough —
but at the end of the day, I'm afraid, this one
misses its target.

® Gary Whitta

Thanks to Shekhana Consoles (081 889 3412) for the loan of
this review cartridge.

A typical end-of-lavel guardian accosts Elvis-lockalike Gordon
and busty Karla. This one shoots electric bolts from its head
and tail. Get in close and shoot like crazy!

AP ANEED comeuTen rerasmmst B




SCREELTEST RERRARR R

Maupiti

h, you can't beat a good whodunnit. Gone

e weekend, what could be better than
grabbing a few tinnies and crashing down I
front of the box with Lieutenant Columbo
(“There's just one thing | don't understand’l;
Inspector Morse (“Shut up, Lewis" or, that old
stalwart, Chief Inspector Wexford ("It wuz a
croiyme of paar-shunn!™). As far as games are
concerned, however, the detective genre has
never really become much more than just a quiet
backwater, with only the occasional offering (nor-
mally, for some reason, from across the
channel) popping up from time to time.

Things are looking up, however, with
Delphine's Cruise For A Corpse looking set to
revitalise the genre when it surfaces later this
summer, and in the meantime we've got another
continental effort to keep budding Spenders on
their toes. Maupiti Island is set on an isolated
tropical caribbean paradise where you, vacation-
ing detective Jerome Lange, have been stranded
by a malevolent cyclone. During your stay on the
island a young girl, Marie, is kidnapped and you
agree to head up an investigation to find her.
Pretty shaky stuff of course, but no worse than
your average TV ‘tec setup.

(Above) The pier, where your boat is anchored.

[Above top) Keep your wits about you in the swamp.

B2 A0VANCED COMPUTER ENTERTAIRSERT

In typical French style, all your detection work
is done in what is supposedly the most
convenient way possible, 5o no matter how com-
plex the plot gets, all you ever have to do is
make a couple of mouse clicks to do whatever
you want. Everything is menu and graphic-
controlled - you're presented with a firstperson
view of your surroundings, with the menus
comprising the various actions (take, talk, ask,
push, etc) at the top of the screen. You pick up
clues by looking for interesting objects (most
locations have them, you just have to look very
carefully), and questioning the right people.
Nobody on Maupiti wants to talk much, but what
they do say, when collated, can often create new
leads and suspicions. You can follow suspects
around the island, listen in on conversations and
even beat people up to get answers out of them.

Despite the fact that Maupiti is no small game

Yw’ﬂ

©  [Abowe) The seedy

island bar is a

great place for

I eavesdropping on
. private

enwersations,

[Laft) Discrestly
pursuing a suspect
arownd the island.

Is LANKHOR's
gallic whodunnit
worth further
investigation?
Hercule ACE

finds out...

Everything is controlled via pull-down menus, as this shot of
your starting location, your cabin aboard a luxury beoat, shewi
Before you leave. look in the cablnat for some usaful items.

(there are plenty of characters and locations), it
somehow gives the impression of being very lim-
ited, and somehow claustrophobic. While much
is made of the complex plot, the majority of play
ers are likely to get fed up before they get far
enough for a discovery to spur them on, and
only the most determined are going to persist.
There's plenty of potential in the whodunnit genre
as old classics like Murder On The Mississippi
and Vera Cruz have shown over the years. This,
however, doesn't go anywhere near realising it. I
you're really itching for a 'teccy game,
something tells me you'd do much better to wak
for Cruise For A Corpse. So do that instead.

@ Gary Whitia

The pretty graphics and sound scon draw you ., loint wnless you
have the patience of a saint and the motivation o match, you'rs
umlikcely to get engrossed, so that peor old PIC never really Faad
es gaddy hilghts. Straight to tha back of the shell with this ome.
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- llﬂilullﬂiﬂﬁ?.ﬁ:i Attention all
Starfighter pilots....The evil Bydo Empire is out for reven-
ge.... Stronger, faster and more dangerous than befo-
re....the attack waves have started....a remodeled “R-9”
Starfighter is armed and ready for you....proceed to the
battlefront immediately....the nightmare has returned....



Hey, man. Hit the white room. Futuresports
are back in style. Core Design's Retro and
EA's CyberFight are both being revved up for
release soon, and rumours abound concerning
the signing of the official Rollerball licence. While
we wait for these to turn up however, we at least
have Sliders to keep us going - although if this is
an accurate representation of how the future is
going to turn out, we might as well turn it in now.
Sliders is played over a series of 12 4-way
scrolling isometric chequered playfields. Each
player takes control of a freefloating sphere that
slides around the landscape after a little puck,
which also slides around the object. The idea is
to score goals by getting the puck to pass over
the opponent's score zone, which also acts as
the starting point for each player. Now, each
sphere comes equipped with a little compass
thing that always points in the direction of the
puck to help you find it, and once it's found you
can use magnetic power to attract the puck and
fix it onto your sphere. When locked on you can
then fire the puck in any direction you choose,
hopefully sending it sliding over the score zone.
Extra gameplay elements are provided by land-
scape features that crop up as you make your

way through the playfields - there are magnetic
arrows which force you in various directions,
steep hills, narrow catwalks and a variety of
different surfaces that slow you down, speed you
up and send you bouncing around. And that's
about your lat, really. Thankfully, the game's
front end is very user-friendly, allowing you to
change just about every game parameter (speed
of the spheres, inertia, friction, shot power et al
- a vital addition. as the game is frustrating to the
point of wanting to put your foot through the
monitor screen with the default settings.

The crying shame about Sliders is that,
because it's basically a good idea, it had tremen-
dous potential to be playable - and that makes it
all the more frustrating. There's nothing more
annoying than playing a game that's oh-so-nearly
excellent but has been wasted by sloppy
execution. There are brief moments, particularly
in the split-screen two-player mode, when the
game really is fun, but the whole thing is lost
because of a few frustrating elements. For a
start it's incredibly difficult to score a goal,
because half the time you have to guess where
the goal is, and when it's on screen it's even
more difficult to actually get the puck to touch

Is PALACE’s latest slippery when wet or just wet?

B oy anCED COMPUTES ERTERTAINMENT

The problem with Sliders is that even when the player is right next to the goal, predicting whers
hit and miss affair. Although there's plonty of scope for fiddling around with the gravity, friction and ball control, it won't kaap

you playing for that long.

the score zone. The only way to make scoring
easier is to turn the Throw Power right down so
you can get close, then just trundle it over, but
this slows down the rest of the game because
you then can't throw the puck at a reasonable
distance across the field. Surely a more sensible
alternative would have been to relate the shot
power to how long the fire button is depressed?
Another frustrating flaw is the over-use of land-
scape features, particularly the slow-down tiles
and magnetic arrows. All the do is interfere with
the game itself, and thus they detract from the
overall effect rather than adding to it. Remember
guys, sometimes less is more. At the end of the
day it's a funny old game, and Sliders is a game
that could have been excellent but instead isn'.

And that's the biggest shame of all, really.
® Gary Whitta
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Initially rather tricky to get into, scme fun does devielop onee
clally if you're playing s

the ball will go is & very much
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'CRUISE FOR
A CORPSE

ine's Long-
Aw Whodunnit
Is Finished At Last...
Was It Worth
~ The Wait?

WHIRLWIND
SNOOKER

Is Archer
Maclean'’s
- 3D Snooker

“ Simulation
The Mos!

Realistic
Sports
Game Of

® CRUISE FOR A CORPSE © JIMMY
 WHITE'S WHIRLWIND SNOOKER ® : All Time’
 MAUPITI ISLAND ® BATTLE CHESS 2 ® o
SWAP ® THUNDERJAWS | e & 1SSUE
B E THls P ACKED .
lNS|D lusive WIP
NTIS - Part TwO Of Our ExC i
MISSING m[éyuﬁlﬁ{ATE JOYSTICK - What thﬁ.“ﬂ'gnﬁea{} lsgnd
SCRATCH CARD? REVF_AL!NG SECRETS - Of Lucasfilm Sl P'. Y Guide
SEE ABOVE .TAKE TO THE SKIES - with Our F-15 | ay

o WIN! - A Mountam Bike
From Renegade
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l.‘.lll'l-{ll] cabinets with guns mounted on them

arent a new concept. They go back to the
tumn of the last century, when our arcade-going
ancestors piled their money into 'shooting
arcade cabinets and blasted at moving targets
with guns that shot ball bearings. Nowadays the
guns ‘shoot’' light and the targets are presented
on & video screen, but basically the concept is
the same.

It was Taito who really revitalised the guns-on-
machines craze a few years ago, when their Uzi-
mounted cabinet Operation Wolf took the arcade
world by storm. By the time the sequel
Operation Thunderbalt arrived, every coin-op
manufacturer in existence had leaped onto the
bandwagon, and now arcades are packed with
machines sporting one, two and even three
{count 'em) guns!

One such game is Beast Busters, more memo-
rable than most because instead of blasting mili-
tary targets, the players must destroy an army of
browrHrouseringly horrific zombies, who are
whoopin' it up around a shopping centre in true
Day of the Dead fashion. All manner of horrors
ae in there, from zombie dogs to shocking zom:-
bie shoppers, and there are big zombie
guardians lurking at the end of every zombie
level, So it's blast, blast and damn and blast to
keep your energy from being sucked up by the
z2ombie scum.

Activision's Amiga conversion certainly man-
ages to capture the looks and action of the origi-
nal machine. It's got virtually all the levels and
the simultaneous two-player action, but | found it
all rather dull,

The main problem is that when it comes down
toit, playing with a mouse is awkward. In the
arcades, having a black placcy Uzi chattering
away by your cheek as you blow the beanies out

FIFI,'!E'I-I

suTton

Thaee braim-desd Zombies just keep on truckin'. Just when you
#hink you've got rid of all the Undead on the level, this big red
Baulsge vehicle pulls up and drops the side-hatch to reveal this
formation team of feartess killers.

BEAST .

{Right) Taking a leaf
from Jason (Friday
the 13th) Veorheeas'
book, these end-of-
level Zombies are
wearing the latest
in afterlife fashion -
lee-hockey masks,

[(Balow) "We're on a
ORe-WaAY BEPREES
ﬂl'i'ltm' o Hell.

of the baddies is quite fun. Rolling your mouse
around the table, pointing the rather jittery sight
at targets and pummelling the mouse button just
doesn't feel the same.

Making things worse is that there's no inertia
on the cursor, so you have to be very accurate
with your mouse movement, stopping and start-
ing as you whizz it around the screen, rather
than moving smoothly. To be honest, you'd be
doing virtually the same thing if you challenged
yourself to knock out a page on a DTP package
in five minutes!

I'm sure that there's an army of people out

PRESS!

BUTTON

Tha Undead attack in all manner of ways. Some lunge in close
and fire at you point-blank, others totter down the corridor,
swaying from side to side to avold your bullets. There are also
swarms of avil-minded owls to contend with,

SCREENTEST BARSABEE

PRESS !

BUTTON

there that love games like Operation Thunderbalt
and Line of Fire, and are waiting for this with bait-
ed nostrils. If you are one such bod, you'll be
pleased to hear that the graphics are very close
to the arcade original, the sound is quite a laugh
- gspecially the ultracamp zombie death whimper
- and the action is fast and furious enough to
maintain a reasonable challenge.”

But to me it's fundamentally all to similar to the
other games in this genre, except that there are
different things to blast. Call me a po-faced
hunchback if you will, but I've had my fill of cur-
sor-driven blasters, and this simply doesn't offer
enough variety or new ideas to get my gaming
glands pulsating.

® lulian Rignall

AMIGA

Bewst Burters looks good ard plays better, but these point v fire
what e are gelling more than . liftle passs, and Ehere's not
rmuich here that you haven't seen before in some or other.

& robust converuon of the gun-mounied con-
o wihich features good graphics and sound
Howswswer, the control method ther fiddly
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Ty J' games in thedr collection might Find
that the umorigenal gemeplay becomes dull
vary guiddy.
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hat's this? A game from Ocean that's NOT

a coinop or film licence? Surely Wild
Wheels is not - Heaven forbid! - an original game!?
Well, yes, it is, and the good news is that it isn't
half bad.

Wild Wheels can best be described as 3D Kick
Off with cars. Two teams of five high-speed high-
ly-armoured roadsters compete for the right to
shunt a giant steel ball around an arena. Points
are awarded by scoring goals (surprise!) and
keeping the ball in the opposition’s half of the
arena. From time to time bonuses and power-ups
mysteriously appear on the arena floor and can
be collected by simply driving over them.

TWENTY THOUSAND LEAGUES?

The aim is to work your way up from the bottom-
rung Alpha League through Beta, Gamma, Delta
and so on to become League Champions. It's
brutally tough; lose one match and you're out.
Fortunately there's a SAVE option so frustration
at not being able to get beyond a particularly
tough set of matches is kept to a minimum.

The in-game action is viewed from a ‘camera’
floating just above the car, looking towards the
opposition's end, and mixes solid-30 polygons
for the pitch and shrinking/enlarging sprites for
the competing cars. This is all well and good and
it looks very pretty, but it can be hard working
out where the ball's gone.

Arrows indicating the ball's position help, but
you'll still discover that during play you spend
more time looking at the overhead scanner than
watching the 3D action. Winning often seems
mare down to luck than any skill on the player's
part.

ADDED INTEREST
Programmers Red Rat have obviously realised
that the basic premise, while entertaining
enough, lacks depth, so they've introduced
several features to try and help sustain player
interest. There are three difficulty levels and two
control methods; Arcade and Professional.

In Arcade mode the car moves in the direction
the player pushes the joystick, while in

WHEE LS

Go for a spin with OCEAN’s car-based future sport

i Whocls

M-m-rm-m-m-m-multiball] At random times in the game the
giant ball splits into four identical spheres. Only one is the
“true’ ball - the rest explode after & short while. Take care you
don®t get caught in the blast!

\-M]{I“ﬁﬁﬂh
VEHICLE: CHEHEY

| POINTS AVAILABLE won |

, your points
un.-d to buy a new car. The more -:ntnuu- mn-drl; have nu:h
Iunury fittings as front-mounted metal jaws and missile slots.

En ADNARNDED CORPUT IR ENTERTAIRASENT

Professional mode the player pushes up/down to
accelerate/decelerate and left and right to rotate
the car. The idea is that beginners start in
Arcade mode and ‘graduate’ to Professional, but
| found Professional the better control method
right from the start.

After a game the points scored are converted
into cash which can be used to equip the team
with a new cars. Although the cheaper models
only vary in minor ways such as how well their
tyres grip or how quickly they accelerate, some
of the more expensive models are fitted with
unigque add-ons like giant metal jaws or missile
tubes. The higher-powered vehicles
require special licences or flame-retar-
dant suit before you're allowed to buy
them. which can only be earned by run-
ning over the bonus tiles mentioned
earlier.

Thus, player interest is sustained by
bath the urge to find out what the vark
ous unigue features of the more expen-
sive vehicles do and by the need to
‘earn’ certain items before these cars
can be used. And while these help,
they still don't compensate for the lack
of real skill or subtlety needed to
succeed.

@ David Upchurch

The paints
earned from a
goal vary

) depending on
whhich ‘zone’ you
shoot from. The
closer to the geal
mouth you get
tha more points
you win.

The plan view of
the arena to the
right of the 1D

game looking ot
this to work out
where the Hall th
action s

You can build your team from any
combination of these five car types:

STRIKER - This is the car you control. The
quality of its playing is up to you!

KILLER - Actively seeks out the opposition’s
Striker and tries to ram it to oblivion.

BLOCKER - Tries to protect your car by
putting itself between the Striker and the

opposition’s Killers.

FETCHER - Attempts to herd the ball
towards the Striker.

GUARDS - patrols the goal mouth and tries
to block any shots.

the garme lacks depth and garmeplay
bored sooner rather than later with ehuis o,
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g OCEAN takes us on a magical mystery tour

Floating platforms carried by hardworking flies act not only
: :r handy elevators, but also as vital stepping stones from one
- platform to another. Jumps have to be judged carefully
ol the t's only fair to say that, while Ocean chooses though, as Cornelius can be killed if he falls too far.

to dabble in original software only very rarely,
when it does, the fruits of its endeavours are
usually very tasty indeed. From the 'Good Old
omize Days' of Head Over Heels and Match Day to the
maore recent F-29 Retaliator and Battle

| amiGa

P Command, Ocean's original products have often ]
g proved themselves to be considerably more
ries appealing than many of the firm's licensed
g wares. Keen to continue this trend, Ocean is _ T S e SR S T
promising a higher proportion of original games B e ton soves Ao many o o paomss i g o gy
in its future line-ups - and if they're all of the it e yoots Buiw b Yeoulc P, Th sgells dare s kot shouldn't take much more than around a month of solid play to
Same mgh q“aht}. ﬂf Fllf' that can't be a bad :rmh::: you can afford are highlighted - I:I'm rast are crack
o Sl AMiea
The game casts you as a brave little EIf called s'lo
Comelius, whose girlfriend Elisa has been allowing him to fire lethal orbs of energy, and a e —- S i
abducted by Necrilous the Not Very Nice, variety of special powers are available from the =]
Getting her back involves elfing your way local shoppe, should you be lucky enough to find E EI. i E
through eight levels of Tolkeinesgue fantasy it. Here, magic spells can be purchased in
world, starting out in the forest near Cornelius' exchange for herbs and animals that Cornelius
1y homeland and ending in the castle of Necrilous collects along his travels. The most prized and
himself, where Elisa is slowly being lowered intoc  expensive transform Cornelius into a Hero (as
avat of boiling liguid. Boao! Hiss! indicated by him wearing a flashy pair of shades) AMIGA 3.33 QUT NOW
What all this translates to is six levels of multi who is impervious to the shots fired by enemies, 25.53 OuT NOW
directional scrolling platform action with some and a Wolf who can fall any height without
hefty shoot'em-up overtones. It's a little like Rick  horting himself,
Dangerous meets Ghosts n' Goblins meets Lord At the end of each level there’s a guardian that
Of The Rings. There’s an unmistakably strong needs slaying. Each one, when killed
Dungeons 'n' Dragons feel to the whole relinguishes a green crystal that are used fo
atdventure, spiced with a small amount of gain access to Mecrilous' chamber on the final
. humour. The result, as you hack, slay and leap level. Getting there, however, is by no means
your way through the densely-inhabited easy. Each level presents its own unigue
ndscapes, works well, with the pungent problems, and s0 new strategies and playing
aimosphere doing a lot to add to the overall styles need to be developed to overcome them.
effect. The common thread, however - platform dexteri-
Each of the six levels is like a giant maze ty and nasty-bashing - hangs together well and
imap-makers will surely stain their pants over remains appealng throughout. It may not be
this one) comprising all manner of platforms, everyone's cup of tea, but it's a quality romp, i ;
ladders and dangerous energy-sapping and one that will keep variety-starved platform oy ), -
denizens. To protect himself against the latter, fans busy into the small hburs, no sweat. o=l TALK
Cormelius has some primitive magic power @ Gary Whitta F ;:’uf:':h-

{Abowe) Certain characters that pop up dur-
ing the game can be interacted with via this
interface - many have useful sadvice to give,
i you ask the right guestions.

{Abowe top] Battling in hero mode throwgh
level sl snow world. With those sunglass.
s on, you can't be hurt by enemy shots.

The most usaful phece of equipment you can buy is the flying
maching, With it you can motor around the landscape at high
ipeid without having to bother about platforms or ladders.

{Left) In wolf mode, Corneliui can Tall any
distance without hurting himself - bat he'll
still need to be wary of those deadly spikes.

ADVANCED COMPUTER EMTERTAINMENT Eg
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{Abovae) The clones can be used a5 & lassoo around certain
bilocks, allowing the pixie to swing up to unheard of heights.
(Top) Some ieveis see the pixie riding a rollercoaster. Look out
for gates that'll knock you off and to the ground far below!

pixie-alikes to string out behind the main sprite
as he runs along and jumps about. Tapping fire

MA R E L causes them to swing around the main pixie in a
big circle, clobbering anything in range. But
every hit causes one of the clones to disappear,
so they have to be used wisely.

At the zone's end, the pixie must battle one of
the Wolf Lord's henchmen. Rather than being a
epic shug-t-out, the two foes play ‘stone/paper/
scissor - but with a twist, If the pixie wins then
the player has to hit fire to strike the baddy

before he ducks. If the pixie loses then the

] | player has to defend against attack by pulling
Marvels will never cease! NAMCO prove that you can ok ot tha Tomals PR e w1

I'I"Ial[E a 5“'( Pl-lf‘SE frﬂ'm a sow'’s ear pixie or the baddy is smashed into submission.

Perhaps it's a touch of nostalgia for Marvel
Land's ‘old style' gameplay, but this is by far the
best game I've played this month. It's easy to
pick up, easy to control and easy to like. There
are enough surprises and novelties to keep inter-
est going, and a password system means that
you can cut past the boring bits. Hell, 'm even
starting to like the graphics...

ust what is going on? On the one hand you
have Sonic the Hedgehog and Alien Storm
setting new graphic standards , and on the other
you have Wardner Special and now Marvel Land
proudly parading sprites that look more suited to
a 064 game circa 1986. Perhaps the Japanese
find these retro-style graphics cute and unusual.
Who knows? Strange people, the Japanese...
However, whatever your nationality, there's one
thing everyone agrees that a game should have
to make it special, and that's addictiveness. So 250 L GANSSE AR _
let's give credit where it's due and admit it: prsesghet ol gk s o e g o
Marvel Land has this magic ingredient in MEGADRIVE
obscenely large buckets. : - i

Mo plot surprises. It's yer usual old rubbish
aout four helpless fairies who have been
fidnapped by the wicked Wolf Lord. The
wilainous dog has placed one of the fairies in
gach of the four areas of Marvel Land, and it's up
o you as the bravest ickle pixie to trek through
the several level's making up each area and
rescue them.

The gameplay harks back to the Good OI iBETewmsPETeasT TamBET o BT
Manic Miner days, with lots of bottomless gaps,  The dash of the titans! The monster's scissors beat the pixie‘s
deadly lava, crumbling ledges, levitating lifts, e s sk e
moving platforms and - of course - wandering

. meanies. However, as a concession to these p-M
[postMario) times, the pixie can bop the baddies

@ David Upchurch

Thanks to Shekhana Consoles (081 889 9412 for
the loan of this review cartridge.

garming reghtma
pre fun here tham y

Complete a rone
and it's onto the
bonis level. Glant
carnival floats

i S, : itt by and
ko next week by jumping on their Ijeads. :“:“ﬂ_ﬂ: RELEASE DETAILEL [
Bonuses and power-ups can be discovered by cndl'dumm: i - :
cracking open golden chests, Most effective is the wm.,.: for MEGADRIV £34.99 OUT NOW (Import)
loads of points!

fhe ‘clone’ power-up, which causes a bunch of
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At last, real shoot-"em-up action hits the Famicom -
but just how Super is IREM’s souped-up conversion of

its own coin-op classic?

SUPER
=-TYPE

W'ule the majority of us might find it diffi
cult to take pity on those who are fortu-
nate enough to own Super Famicoms, there has,
ever since the machine's appearance, been a
gaping void in their gamesplaying lives. They
may be well serviced with platform games
[Super Mario World), beat'em-ups (Final Fight)
and racing games (F-Zero), but apart from the
lacklustre Gradius I, Famicom owners have
been on a stale-bread-and-uke-warm-water diet
as far as shoot'em-ups are concerned - at least
until now. And what better way to bring some
real action to Nintendo's 16-bit wonder than with
a turbocharged version of the best coin-op shoot-
‘em-up of recent times?

Actually, what you're getting with Super R-Type
is R-Type Il with knobs on. Quite a lot of knobs in
fact, and shiny brass ones at that. It's nice to
see that Irem's designers have gone to the effort

-

PAUSE & |

T2 ADVANCED COMPUTER ENTERTAINMENT

of bolting on a few extra bits and bobs, rather
than just going through the motions of porting
over the coin-op, even if not all of the new addi-
tions hit their target.

The majority of the game's seven levels are in
fact straight out of R-Type N, but there are a cou-
ple of original worlds - the first one you play, for
example, has you blasting through a deadly
space minefield. In addition, there are a couple
of excellent new power-ups - one that fires a
wave of high-energy orbs, and a rather natty
cluster bomb that acts like missiles, but
explodes violently after a few seconds’ flight, tak-
ing everything caught in the explosion with it.
They're great. A new twist has been added to the
Super Beam weapon too - if it's held for too long
without firing, it overheats and reverts back to
the regular Beam and has to be powered-up
again. A nice touch, that.

One of the more agreeable new options is a
skill level selector that can be set to Kids, Easy,
Mormal or Hard. The latter level is a real sod, as
it not only gets very stingy in the way it doles out
power-ups, but it increases the intelligence of the
aliens greatly, so they fire not only at your cur-
rent position, but also at where they anticipate
you're going to be in a second or so's time. Very
nasty. There's also a rather nice intro sequence
that shows the R9 fighter being prepped for

(Above) Tooling up with a hefty battery of weaponry is the only way to wark through
the stages. Lose a life and you'll be left seriously short of firepower.

SUPER FAMICON

5— e

month e

Selectabie skill levels do a lot to add to the garmia’s lasting appeal,
althaugh it cam be tempting to wslect Kids level and cruise
through the whole game withoart too much troubile. And of
courss, onoe you've finihed it [ahich. sdmittedly on Hard level is
going to take a while) you might as well use the cartricige as a
doorsiop.

wcun W50 R FAMICOM

Beautifully designed and coloured bach-
drops and aliens make Super R-Type a
joy to look at, but that sprite flicker can
annoy at times. The sound is & winner
too, comprising a bevwy of excellent FX
and some very enjoyable tunes. All in
all, this is one you won't have to try
beforeyou buy.

RELEASE DETAILS
SUPER FAMICOM  £50.00 OUT NOW (Import)

combat and blasting off towards the Bydo
empire. Completely useless of course, but very
nice all the same.

On the minus front, there are a couple of litte
niggles. For some reason (probably the program-
mers wanted to prove they know how to use the
Famicom's background-scaling technology), the
screen fades out and back in again before the
confrontation with the end-ofdevel baddy, and the
result looks rather cheap and fragmented. Also,
when the going gets tough, the sprites start flick:
ering and slowing down - not much, but enough
to detract slightly from the action. This, however,
is a small price to pay for the amazing pyrotech
nics that are on show here, and the game has a
tremendous feeling of chunkiness and weight, 5o
that when the Beam weapon blows something up
for example, the visual and aural effect really
packs a punch, unlike the rather flimsy ‘indoor
firework' explosions that 16-bit gamers so often
have to put up with.

Hooray then for the first really good shoot-em:
up on the Famicom. It's got everything you could
want and more, and comes as a godsend at a
time when frustrated Famicom owners were just
about to go over the edge through shoot-'em-up
deprivation. Go for it

@ Gary Whitta

{Left] Despite its static appeal, Super B-Type is anything but impressive when on the
move. The parallax is jerky and ugly and the sprites flicker like there's no tomarrow.
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ACTIVISION comes up
trumps with its conver-
sion of the sequel to
Irem’s modern arcade
classic

W'lat’s going on? Don't tell me that we're
forgetting our roots. With the occasional
exception of games like SWIV, which succeed
not by doing anything new, but by sheer bril-
liance of execution, the poor old arcade blaster
has been floundering a bit of late. What makes it
worse is that this hideous phenomenon seems to
be less because of gamers opting for 'deeper’
games, and more due to the sheer lack of inspi-
ration and originality that is spreading like a can-
cer through the shoot-'emeup genre,

At least the disease has not yet reached
America or Japan, as last year's crop of coinop
oiferings was as fit and healthy as ever, in partic-
ular lrem'’s top-notch sequel to the game that
shook the shoot-'em-up world and spawned more
tlones than Raiders Of The Lost Ark - the sensa-
tional F-Type. Making the sensible decision not
to fool around too much with the original game-
play, R-Type I's designers opted instead to build
around the existing framework, adding nastier
nasties, designing more torturous landscapes
and generally souping the whole thing up into a
much meaner, turbocharged GTE version.

For a while, it looked as though problems at
Activision might scupper its conversion of R-Type
Il before it was even released, but thanks to
French firm The Disc Company stepping in to
save the day, all we've had to put up with is a
slight delay. But has the wait been worth it?

There's certainly plenty to get you slavering
gven before you tear off the cellophane. It's been

HAYRTINE!

{Left] He's
back! The
Giger-inspired
baddy from
the end of the
orlginal's first
lavel maked &
return guest

appearance,
burt this time
wilith a thilck
e red
carapace to
protect itself.

Mind your backs - aliens coming through! It might be a dever
maove to flip the Force round onto your rear for this section.

converted by Arc Developments, which has a
long and prestigious track record, including pris-
tine jobs on Forgotten Worlds and Crack Down.
And once the action gets started it becomes
apparent that - at least in this case - pedigree
counts for a lot, as the boys have played a blin-
der in bringing the sequel to the small screen.
The storyline (such as it is) goes thus - years
after getting a right old pounding from you in the
original R-Type, the evil Bydo Empire has been
licking its wounds and re-arming its forces in
preparation for another attermpt to spread its vil
lanous tentacles throughout the galaxy. With a
number of peaceful planets already in its grasp,
you've been recalled to once again leap into your
trusty R9 fighter and hit the Bydo where it hurts
before they seize control of the universe. Gosh.
For the most part, the gameplay remains the
same and fans of the original with have no prob-
lems at all getting back into the saddle. Six (as
opposed the original's eight) horizontally-scrolling
levels await you, as you battle from left to right
through the alien hordes towards the mother
alien that awaits at the end of each world. Hardly
unfamilar stuff of course, but like SWIV it's excel-

screentest

Lose a life here and you'll find progress without power-ups
wvery tough, what with superstrength jellyfish and homing
missiles attacking you.

lence of execution and not originality that
impresses. However, things do start to get
slightly dodgy when you begin to realise just how
similar the game is to its classic daddy. The bolt-
on weapons and power-pods are the same, as
are many of the aliens and even some of the
level designs create a remarkable feeling of déja
vu. A nice touch is the new R9's beam weapon.
As before, holding down the fire button powers-
up your laser into a tremendous bolt of plasma
energy that tears through anything in its path.
But if you dare to hang on and hold the button
down still longer, the beam turns into a Super
Beam which, when fired, spreads out across the
screen in little blobs, knackering EVERYTHING.

While the age-old line 'fans of the original will
be impressed' seems to get dragged out of the
cupboard every time a sequel is reviewed, in this
case, quite the opposite is true. If you bought
the original, you might feel a teensy bit cheated
to see that this isn't radically different - at least
not enough to justify a £25 outlay. If, however,
you're coming into it ‘clean’, or are enough of an
R-Type fanatic to not care, R-Type N comes unre-
servedly recommended as the best 16-bit shoot-
‘emup since SWIV. And that can’t be half bad.

@ Gary Whitta

| ATARI | AMIGA

R e T

Because rt's mach harder than the original, younger or less-sxperi-
erved gansers Fay have a hard time settling in Orce you've got
the bit between your teath hawsver, it's great fun sl the way - at
lzast uniil you complete the thing. Lots of fun while it lasts, bt
it's guestionabls as b0 how homg that will be. The 5T's less-Hashy
exeoution takes some of the edge off the fun

The graphics dont have quite the same
‘clean’ coin-op look that the original
conversion had, but all the same Arc
Developments has done an admirable
job of squeszing In all thoss pretty pix-
els. The music is switable spacey, and a
fine job has been dome of getting the
coin-op's feel across. Good stuff.

ATARI ST

ST owners are in for an experience con-
siderably less Impressive from a techni-
cal point of view. Gone are the flashy
backdrops, replaced by a so-so starfield,
and the music, as performed by the 5T
timnder sound chip, ladks the atmosphere
of the Amiga version.

RELEASE DETAILS

OUT NOW
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lumns, blessed with the exciting challenge

f lining up lots of similarly coloured blocks,
is now available for the Game Gear. Clearly
pitched at Tetris fans, this variant on the theme
is either a novel twist teaching the player
different prioritising abilities or glorified 2D Snap
- depending on who you listen to.

A narrow strip down the centre of the screen is
gradually filled by falling bars. Instead of rotating
the bars to make building-block complete lines,
the player must cycle through the order of the
blocks, endeavouring to place similar colours
next to each other. A line of three or more

RELEASE DETAILS

GAMEGEAR £19.95 OUT NOW

colours - whether diagonal, horizontal of vertical -
will disappear, scoring points. Causing previous-
ly separate blocks to fall down and form new
lines incur extra knock-on points.

For novelty's sake a bunch of extra graphics
have been included, enabling the player to opt to
try to line up similar fruit/dice/jewels/etc. The
size of the screen, however, and the nature of
the graphics means that most of these (especial
ly the dice, which are virtually indistinguishable
from one another) simply make the game more
difficult in the same way that all games are more
difficult if you squint or put jam on the screen.

Personally, | have a big problem with Columns.
Perhaps it's too much Tetris, or some cerebral
deficiency, but | find it impossible to plan ahead
when trying to align colours as opposed to
shapes. The result is that instead of building
shapes and leaving holes for particular shaped
blocks, | end up simply trying to dispose of the
current block as swiftly as possible; hardly a win-
ning strategy.

Also, | find it nigh-on impossible to accurately
predict the results of knock-on effects, since the
colours all tend to fall down and knock out each
other in particularly unexpected ways.

It should be clear, however, that many people
find Columns particularly satisfying, and there's
no doubt that in normal big-block mode the
graphics are large and clear enough to make it
an ideal Tube journey's worth of fun, if not much
more.

@ Jim Dougls

PSYCh

ecile’s been kidnapped by some nasty crea-

tures - Her sister Lucia needs your help to
save her” Who could refuse such a wellworded
and imaginative cry for help? Not me, that's for

sure,

So what do we have here then? A side-
scrolling arcade adventure with precious little to
recommend it, apart perhaps for its novelty-bag
feel.

“ ADANCED COMPUTER ENTIRTAINMENT

WORLD

The Psychic World is, to be sure, a funny old
place. It's full of pixies and fairies and funny
beasties. The 'nasty creatures' description is
actually very accurate, since they're possibly the
least appealing collection of bug-eyed
miscreants I've seen in quite some time. Neither
scarey or interesting, they're quite surprisingly
aggravating as they mince around the screen on
their little platforms, following their silly attack
patterns and sapping your energy.

Dealing with the creatures is simple enough,

the majority absorbing a single shot before conk-

ing out. There are, of course, the obligatory end-
of-stage monsters such as the big triffid which
spurts deadly poison all over the screen and
tries to trip you up with its roots. Big thrill.

Progress further into the game is rewarded by
new-ook locations and encounters with wider
selections of foolish monsters.

QAMEGEAR

. oy s

-

—

mInh -

OUT NOW

Psychic World has about as much character &
a shop dummy. It's got all the elements you'd
expect to make a decent game but it has
absolutely nothing to make it stand out from the
(growing) crowd.

Hardly the best Gamegear title available.
@ Jim Doughas
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A veritable plethora of

new Game Gear releases

this month, three from
Virgin and a rather

excellent shoot-'em-up

i : from Japan

GAMEGEAR

M=

h 1 RELEASE DETAILS

GAMEGEAR £29.99 OUT NOW {Import)

HALLEY
WARS

lley Wars, currently only available on import in the UK, deserves mention at this early stage
simply because it's probably the best shoot-out the Game Gear has to offer. Carefully
designed to show off the machine’s sprite handling abilities, Halley Wars offers a swift learning-
curve of play and plenty of variety.

In the cockpit of the rebel forces’ most advanced fighter, the player must fly up the screen,
dispatching alien ships and ground installations with his ever-expandable arsenal of weapons.

Power-ups are mined from asteroids drifting around the space lanes. Shoot down the asteroids
and collect the speed-ups/laser enhancements. Protective force fields and drone pods which fly
around behind you can also be earned.

The alien attack waves are simple enough to form recognisable patterns to begin with. A smart
piece of design, since losing a ship will result in the loss of your last power-up and when you return
to the game. The asteroids at the start of each tricky stage are rich in weapons, so even
Continuing with no extras in the later stages doesn't become pointless.

Inevitably, the long-term appeal will wane once completed, but Halley Wars still provides enough
mindless entertainment for the price,

! ® Jim Douglas
Thanks to Shekhana Consoles (081 889 9412) for loan of this review cartridge.

- [in the Big Book of Tall Orders, converting G-
MLoc onto a hand-held system scores

- extremely highly. Unsurprisingly, the Game

- Gear version bears few similarities to the coin-

. 0p, boasting none of the aesthetic appeal of

- what was basically a graphic-novelty game.

¢ That being the case, G-Loc is forced to bat on

| an incredibly sticky wicket, since even the origi
&l could hardly be said to boast anything but

the slightest depth,

r as - The player views the war-torn future-world

| Ahrough first person perspective out of the

cockp of his state-ofthe-art jet fighter as

the |ets, tanks and warships attack.
E selected which area of the map the
wishes to fight in, he is briefed as to his
uglas ission (Shoot 10 planes, Destroy 5 tanks, etc)

and it's off into the blue yonder to do some
good.

After getting to grips with the controls
(particularly easy, except it's a shame that
pulling back on the joypad pushes the plane's
nose down) it won't be long before the radar
starts blinking, warning of enemy forces in the
area. If they turn out to be planes, they'll
sweep, occasionally behind the player's
aircraft and launch a missile attack. Locking
on with his own missiles and bullets, the G-Loc
warrior can return fire, successfully downing
enemy planes in satisfying bursts of flame.

Warships and tanks are somewhat less chal-
lenging, behaving more like sitting ducks than
their realife equivalents. These too can be dis-
patched using missiles or bullets.

And indeed, all of the combat and the flying
is decent enough, and entertaining for a few
hours, but let's be honest, it's all been seen so
many, many times before. And unfortunately
the graphics for the ground, instead of being
super-detailed and skillful, are rubbishy triangu-
lar planes of tedium.

Only G-Loc fanatics need apply.

@ Jim Douglas

GAMEGEAR

RELEASE DETAILS

GAMEGEAR £24.99 OUT NOW
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THE HUNT FOR RED
OCTOBER

% & Fhen Tom Clancy's naval techno-thriller
\ was topping the best-seller lists back in
the mid-eighties, nobody seemed all that
bothered about the computer game potential -
strong though it was, book licences just aren't
‘sexy’ in the minds of licence-dealers. As soon as
the film appeared, however, it was a different
story. Grandslam was quick to dredge up its orig-
inal licence and hurry out a lacklustre arcade
game to cash in on the movie's record-breaking
success, and now it's surfaced on the GameBoy.
As renegade sub commander Marko Ramius,
your mission to steal the silent supersub Red
October and defect with it to the West is
represented by a series of shoot'emup-style
scrolling levels - it's remarkably similar o
Grandslam's game, in fact. Steering the sub

GAMEBOY

OUT NOW (Import)

T sousmcrn COMPUTER ENTERTAINMENT

A clutch of new titles for Nintendo’s miniature mar-
vel reach these shores this month on import. ACE

takes a look at six of the best...

(Laft) The Red Octobar
trapped in a torturous
underground cavern - on
the positive side that icon
below you will repair all
damage to the hull. Go for
[11]

(Right) Things are hotting
up near the surface, with
an enemy torpedo
zooming towards you,
Time to activate that cavi-
tation drive...

through the torturous underwater caverns in
tough enough, and things are complicated by the
assortment of Russian navy craft (including chop-
pers, subs and missile boats) that are out to sink
you.

Weaponry comes in the form of straight-firing
torpedoes and the more sophisticated homing
missiles, which must be collected as you
progress. A novel touch is the Cavitation Drive
feature - if things get too hot, the sub can be put
on silent drive for a few moments, rendering it
invisible to enemy ships and torpedoes. There’s
also an interesting two-player feature, where the
second player commands the Russian fleet and
tries to sink the October.

It's all very simple stuff, and if you enjoyed the
book or movie, you're likely to be left with a bad
taste in your mouth, as such a basic arcade
game simply doesn't do justice to the weighty
subject matter - Heaven knows what Clancy him-
self thinks. Enjoyable stuff all the same, and diffi-
cult enough to keep even the most seasoned
GameBoy hacks on their toes.

& Gary Whitta

PAC MAN the pathways while avoiding four nasty Ghosts.
Pac Man isn't defenceless - by eating special

%' yellow guts is back! Yes, the Pac Man Power Pills that reside in the far corners of the
@ comeback tour continues - this time on maze our plucky yellow (well, light grey here)

Gameboy! Only last month the cutesy consumer  blob of a hero can turn the tables on his etherea
was caught hiking through PacLand on the Lynx,  pursuers and lunch on them for a big bonus.

and this month Namco delve even further into The game can be played in one of two ways;
the Pac back-catalogue with this conversion of pither fullkmaze view, or quarter-maze scrolling
the timeless original. view. Both methods have problems: the former's

You're probably well aware of the complex - hal small graphics make it hard to tell between deat
- plot, but for gaming newcomers or those with Iy and eatable Ghosts, while the latter's restricted
the memory span of a goldfish, here itis: guide  window make it hard to plan route strategies (the
Pac Man around a maze, eating the dots littering  more serious of the two faults).



ted

Probably the most exciting thing about this
blast from the past is the two-player link-up
gption. Players compete head to head in a num-
ber of 'rounds’ and any Ghosts eaten by one
player appear in the other player's maze! It's a
smashing twist and injects new life into an old
theme.

(Overall Pac Man (the name derives from
‘pacy’, which means ‘eat’ in Japanese) has
converted well to Nintenda's handheld. All the
ghostevading playing tricks you learnt as a rook-
i nipper still work, and none of Pac Man's
tharm has diminished over the years. While
some may regret the lack of mazes (there's just
the one on offer), most will find this a more than
welcome addition to their software library.

® David Upchurch

HATRIS

ou can't keep a good game
designer down. Alexey
Fajitnov, the designer of Tetris,
is back! And, in partnership with
Wadimir Pokhilko, he's written yet ancther
Eunning arcade-puzzler,

Like al good puzzle games, the basic concept
5 deceptively simple. Pairs of different hats fall
gown six lanes’, By moving the pair left or right
and swapping the tumbling hats’ position, the

fLaft and above) Oh, Pac Man... wihy did you ever have to go away? But wha cares,
bacsatia now you're back, and an my favourite handheld too. Superh|

GAMEBOY £29.99

OUT NOW (Impoirt)

player has to try and stack hats of same type.
Stack five hats together and they disappear. The
longer you survive, the faster the hats fall. If a
stack reaches a line at the top of the screen
then the game's over.

Score a 'Hatris' by completing two stacks at
the same time and the player earns a fireball,
which can be fired down a lane to destroy the
top hat. Even better, saving up three fireballs
rewards the player with a helmet, which crushes
all the hats in one lane.

Like Tetris, two players can play head to head
where completing a stack causes the

AR DR eEE SCREENTEST

(Left) The Hatris option screen takes the form of this state-of-
the-art (by Russian standards) tranny.

[Left below) Okay, okay, so Hatris dossn't look like much, but
then neither did Tetris!¢

opponent’s ‘game over' line to fall slightly. As the
game progresses the playing areas get tighter
and tighter until eventually one player is forced
to lose!

While Hatris isn't as immediately 'pick up“-able
as Tetris or as heart-poundingly fast paced, it
doesn't take that long to get a handle on how the
game works, and it's just as engrossing and
addictive as its illustrious forebear. If you want to
get ahead, get Hatrig!

@ David Upchurch

CHOPLIFTER I

an Gorlin's classic
Choplifter first
appeared via Broderbund in
1983, and is still a
fondly-remembered
favourite today. Now
there's no need to drag
your dusty old 64 and all
the ugly wiring out of the
cupboard in order to
enjoy it - now all you have
to do is pop this cart into
your slot,

Converting such an old
classic to the 'Boy is a
hefty task to ask of
anyone - but the job has
been handled admirably,
with only the inevitable
differences in graphic
scale caused by the
physical size of the
screen causing gameplay differences. You're
cast as a crack helicopter rescue pilot whose job
is to extract survivors from a series of war-torn
horizontally-scrolling warzones - it's a little like
Defender, really.

While tanks and fixed artillery take potshots at
you, you've got to avoid the fire and land in the
correct places to pick up the frantic sunvivors
(sitting still on the ground and waiting for them to
get on board can get pretty hairy at times), then
ferry them back to base. A level is completed
when the required amount of survivors are evac-
uated successfully.

To add action to the proceedings, you're

WA B

Action-packed hostage res-
cuing in Choplifter N. Ewery
bit as good as the dassic
original...

WP fio
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armed with a cannon and a limited number of
bombs and seeker missiles to drop on ground
enemies. To make things more difficult, you've
also got top be careful of storm clouds and flying
birds, both of which can down your chopper.
Although Choplifter looks and feels

considerably more claustrophobic than its eight-
year-old dad, it's still a damn fine play, with plenty
of variety (later levels take you out to sea and
into underground caverns). Toughness-wise, it
sits just on the fine line between addiction and
frustration, but like all the best games never
crosses over it. Two big thumbs up for sheer fun
value,

@ Gary Whitta

BUBBLE BOBBLE

ub and Bob are back! Unfortunately, this

latest incarnation of Taito’s cutesy two-
player classic is nothing to foam at the mouth
about - unless it's in frustration. Bubble Bobble
did the rounds on computer about three years
back courtesy of Firebird, and with considerable
success on all versions. Here, however, it's a
whole different kettle of bananas.

The lack of a two-player option (one of the origh
nal's best features and a disastrous omission
here) has led to a change in storyline. With Bub
sick in bed, his brother Bob has to venture into
the cave of monsters and recover the Moon
Water, which will make him feel better.

This involves bubbling your way through 99
mansterdinfested levels. The basic gameplay
remains the same - jump about the platforms,
trap the monsters inside the bubbles, then burst

6090 . 4 I
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the bubbles to turn them into yummy fruit. When
they're all gone, you can progress. Special
bubbles and bonus icons pop up along the way to
pravide variety.

The biggest problem with BB is that the
converters, anxious to keep the cutesy graphics
recognisable, have done everything to scale
which means you can't see the whole play area at
once any more - you have to scroll around it. This
can lead to frequent disasters and Game Overs
which aren't the player's fault because you can't
see where the monsters are. Bad idea.

Blso, the levels have been completely
redesigned to go along with this new display
format, and to top it all it doesn’t even feel much
like the original. Fans of the original may well be
pleased (the original music has survived intact),
but for everyone else, it's a bit of a duffer really.

® Gary Whitta

GAMEBOY

{Above] Plenty of bubble-blowing shenanigans in Subble
Bobble. Find a safe spot, as Bub has done here, and you can
Just trap the nasties as they float past you.

{Lett) More wunfaithiful arcade-style action. Gates at the bottom
of the screen act like wraparounds - fall through one and you
re-appear at the top of the screen.

B (Left) Yet more
ammunition for

¢ those who would
like to ban danger
ous dog breeds, as
. lovable Minnie iz
threatened by a
huge hound.,

(Far left) Hurry ug,
Mickey! Hit the
starred blocks for
oodles of bonus
points and stacks of
surprises!

MICKEY’S DANGEROUS
CHASE

8 f you can't beat ‘em, join 'em. With Mario

having toppled Mickey as the most instantly
recognisable character in US society, Mickey's
obviously trying to regain some street cred in his
own platform caper.

The plot is typical Disney, i.e. nonviolent and
more than a little wet. Mickey has bought a lovely
big prezzy for his beloved Minnie (Hip-hip-
hooray!), but Big Bad Pete has swiped it (Boo!
Hiss!). Taking on the role of either Mickey or
Minnie, the player has to chase the villain through
five levels of action, each split into three stages.

The first two stages are platform based, with
Mickey racing over a horizontally-scrolling
landscape, jumping across platforms and
avoiding the mouse-disliking wildlife (not ‘mouse-
hating’ - nobody in Disney’s lovey-dovey world
ever 'hates’ anything). Mickey can dispatch the
almost-nasties by picking up any nearby crate
and lobbing it at them. Some special crates also
contain various point and health bonuses.

The final stage cranks the game's pace up a
notch as Mickey careers around the screen while
driving a variety of high-speed vehicles or
hanging from some balloons. The aim here is
basically to scream from one end of the level to
the other avoiding trouble and grabbing goodies.

It's all very ‘nice’, though the graphics are a bit
drab compared to the gorgeous sprites and
backdrops seen in Duck Tales. It's a bit of a
paradox that while the game tasks are simple,
the difficulty setting is a little high. This is a pity,
because otherwise Mickey would be the perfect
game for a younger player.

& David Upchurch

Thanks te Shekhana Consoles (081 889 9412) for the
loan of the cartridges reviewed here.

GAMEROY

GAMEBOY

£29.99 OUT NOW (Import]




‘Let's make no bones
about it. Graftgold’s
REALMS looks like being
the game to topple
PowerMonger as the
greatest strategy game on
home computers... it's
going to be a stunner!”
L&VG. Released in
Autumn on IBM PC,
Amiga and Atari ST.

KEAEMS

Guild of
lieves and Fish - three
adventures
nhanced to run under
Vonderland’s new
Magnetic Windows system.
IBM PC,
ST and

arrupiion,

1a551C

vailable on
\miga, Atari
\rchimedes.

10060

PURE

Puzzles, conundrums,
potions, a caterpillar,
mushrooms and a very
mad hatter for your IBM
PC, Amiga, Atari ST and
Archimedes.

Play the pact of Biffa, Buster
or Johnny in this romp
through Fulchester. Not for
sale to minors. Available on
Amiga, Atari ST, Cé4,
Spectrum and Amstrad.

Coming soon on the IBM PC,
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The smash hit coin op hacks
and slashes its way onto the
small screen. “Best 16 bit
coin op conversion” - 1991

Golden Joystick Awards.

IBM PC,
ST, Ce4,

Available on
Amiga, Atari

Spectrum and Amstrad.

Rs‘rnt‘l}"w the coolest dude
in town. Help him skate
through nine levels of
bizarre creatures, superb
animation and weird
power-ups. Released in
Autumn on IBM PC.
Amiga, Atari ST and Cé4.

Battle vour way through
tour of the biggest selling

games of all time - Double
Dragon II, Shinobi, Ninja
Warriors and Dynamite
Dux. Available on Amiga,
Atari ST, C64, Spectrum
and Amstrad.
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The most authentic space
simulation ever. Released in
the autumn on IBM PC,
Amiga and Atari ST.

A rich blend of fighting,
fantasy and strategy set in
Arthurian Britain,
Available on IBM PC,
Amiga and Atari ST.
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“...the ultimate in strategy
games. A classic” CU Amiga.
Available on IBM PC,
Amiga, Atari ST and Ce4

r - 2
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TEAE WILL BN DENE

ADVENTURES, ARCADE, ARCADE ADVENTURES, BEAT

‘EM UPS, COIN-OP CONVERSIONS, COMPILATIONS,
FRP, PLATFORM, RPG, SHOOT ‘EM UPS, SIMULATION,
STRATEGY. WHATEVER YOUR TASTE,
THERE IS A VIRGIN GAME FOR YOU..

GAMES




Wot a bumper bundle this

month! There’s the con-

clusion to the Space
Quest IV guide, the Gods |

quest continues, there's

(g

the first trip to Monkey
Island, Super Mario World

in full, more Prince of

Persia hacks and... a
Super Mario World secret room found in :

nd after all my hard work, too! There was a bit of a problem with last month's guide around = = E 3
Ahlaric: World - there were no arrows showing you which of the locations the tips were referring Meﬂadnve St”der‘ i B

to! Sooco sorry! This month we're reprinting all last week's tips (all present and correct this

time) along with the rest of the undercover areas. Curiouser and curiouser... &
You'we got to have & cape to do this level. At the start of the level, run & little way to the right then run back left and take A real pain, this one! The trick is to get the cape and fiy over p
aff. You should find a platform floating in the sky. Run along it and drop off the end to find four blocks containing extra the buzzsaws. Once past them, swoop down under the end -r"
lives and a secret awit. mﬂMpﬂlmeyﬂmﬂpnﬂﬂ-wﬁ iy

tha screen. Continue flying right to find a second gate. Spo At

One of the green pipes in the ceiling
leads o a secret room. Inside

should find four yellow blocks form-
ing some steps and an empty shell
trapped under some maore Blocks. Spin
onto the blocks and get the shell. Get
the shell and throw it straight up into
the air so that it hits the top block in
the steps. & vine will grow, which you
can climb to reach a key and keyhole
leading to the green pod room level.

Right at the end of the level, just
before the end gate, there's a key and
a keyhole on a pipe platform high in
tha sky. If you're clever you can grab
a cape and fly across the level to
reach them, but it's easier to find the
grean pod room first, then come back
here and run up the newly-formed
wrall.

i

i '-h
ey
;'ﬁ":'mh

Bit of an admission to make here - we don't quite

You'll have no doubt found the pod that makes the it door Pratty sasy. lust get
appear. BUT! if you hit the yellow block right above the newly- the cape and fly mm“ﬂw;::wmnu
formed door, & vine will grow that'll take you to a teleporta- under the end gate mm""ﬂ“ﬂ"'"“‘“ mmuﬁ.dﬂhn
tion star... after you've fought a fearsomae ghost. e Pl il takes you to the pipe 1o the ;

gata.

B0 AovaNCED COMPUTER ENTERTAINMENT
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IN THE WOODS...

You showuld have no troulle
making your way to the yellow
exit door, but if you run an a bit
turther left you'll find & second
exit.

Just past the half-way
paint you'll find a
valley with a blue
pipe on a platform
floatimg just above it.
Using & cape to help
slow your fall, jump
onto the platform
and go down the blus
pipe to find a key
PR,

No help here, Juit use your
eyes...

As you swim near to the end of
the level, you should see a yul-
low block at the bottom left of
the screen. To the left of this is
a strange-looking wall. Just run
straight into it to find a key
FOHm.,

On your travels you'll find an area dotted with lots of haphaz-
ardly-placed yellow blocks. Eventually you'll come to twa
American footballers. Just past these, go down the green pipe
to find a secret hey rosm,

UNDER THE MOUNTAIN...

On your travels
you should come
across a pod on
top of a huge pile
of yellow blocks,
Pick it up and carry
it left onto solid
ground, then pop
It. Run left and go
daown the shaft

INSIDE THE ROCK DRAGON'S MOUTH...

should find a key
and a keyhole.

You've got to have bean to the red pod room to find the secret
anit, If you have it's very easy, so I’ll leave you to work it aut.

Speed s essential here. On the second
stage of the level, go right and run
down the tunnel of coins to the last
daaf. Enter to find a pod. Plek it up
and carry it right as far as possibile.
Then, jump up through the floor and
contimue right. You should find a yel-
low Block and a door. Drop the pod
and hit the block. Guide the coin trail
up off the top the screen so that they
form some steps. Now hit the pod (this
will turn the coins to blocks). Climb up
the steps to find a key room. Bear in
mind that you have to be small Mario
o get inl

On thae third stage
yoi should be in an
area where the parts
of the floor try to
crush you. Run to the
right-hand edge of
the first such area
you coma to. Jump
up off thd top of the
scraan and move left.
You should find your-
s¢lf on an off-screen
platform. Run laft 1o
find a key room.

SECRET ISLAND
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STAR ISLAND

Ju

Rather than
enter the gresn
pipa at the end
of the level,
vwim along the
passBgeway af
the battam of
the screen to

find a key room.

Throw a block into
the air to knock the
bomber off the
cloud. Now comman-
deer the cloud and
fly it upwards to
find a key room.

Half-way along the
lawel you should

Ga to the far find a grey rock
right of the platform.

serREn, and Urnderneath is a kay
spén to irnash room. If you've
down through found the green and
hunﬁ;::q red pod rooms you
discover a key should have no
. problems here

And how do you get to the teleport star at the centre of the island? Sorry, not going to tell
you. We can’t spoll sverything, can we? But here's a hint: it's got somathing to do with a
capa, a pod and a yellow blodk... Solve it, and you can take a trip to Secret Land,
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The Secret Of
Monkey Island

ucasfilm seem to do no wrong with their
lgraphic adventures, and this latest in the

series is a fine example of their craft. Here's
John Bolt of Angus in Scotland with the first part
of the complete solution...

GETTING STARTED

Look at the nearby poster, then walk right and
enter the Scumm Bar. Once inside, talk to the
fat pirate beside the door and then to the pirate
in black at the table, namely about the Governor
and LeChuck. Go to the next room and start a
conversation about wanting to be a pirate with
ihe importantdooking pirates. Find out more
about the three trials and then bid them

farewell,

Wait until the cook leaves the kitchen and has
gone to the first room, then sneak into the
kitchen. Put the joint of meat in the pot o' stew,
then remove the stewed meat. Take the pot
under the table that the meat was on.

Open the door to the dock and a gull will fly
down and start eating some fish. Walk to the
right of the bird, then step on the plank the
bird's resting on. Repeat this process until the
you grab the fish while the bird is in mid-flight.
Once you have the meat, fish and pot, leave the
willage and access the map of the island,

Travel to the clearing and enter the circus
tent. Wait until you interrupt the Fetuccini Bros
squabbles, then when asked to perform their
exciting feat, ask how much it's worth. Agree to
the offer of 478 pieces of eight and when
asked if you have a safety helmet, say yes and
show them the pot. Perform the stunt and stag-
ger back to town,

Go to the citizen of Melee and buy the map. If
you want you can also get two pieces of eight
and some minutes from the pirates nearby. Visit
the jail and check out the odious prisoner, then
g0 to the store and buy the sword, the shovel
and the breath mints. Examine the voice from
the alley and feel free to insult the Sheriff. Go
back to the jail and start a conversation with the
prisoner, after toning down his breath with the
mints, Visit the voodoo lady, making sure to get
the rubber chicken on the table. You are now
ready to face your trials...

TRIAL 1: MASTERY OF THE SWORD

Go to the house in the south-east. When

stopped by the Troll, ask about the toll and give
him the fish (actually a red herring). Once at the
house, read the sign and knock on the doar,
Protest that you do have “what it takes” until
Captain Smirk does agree to train you. Pay him
the thirty pieces of eight.

After you've been trained, wait on one of the
roads until a pirate crosses your path and pro-
woke a fight. You'll almost certainly lose the first
 few fights, but you'll remember the good abuse
for later! Always use any new insults until some-
one uses the correct counter-insult - these are
" Necessary to win the battle with the Sword
* Master. Once you've defeated at least three
" people you're ready to fight the Master.

L Enter the forest and search for a location with
. @ 8ign beside an unbridged ravine. Pull the sign

and a secret bridge appears. Go across and
challenge the Sword Master (for it is she) to a
fight. Although she uses different insults you
should by now have correct retorts for each.

When you win, take the T-shirt and leave. If you
are beaten, do not return to the forest again
(unless you're particularly masochistic), as once
you've discovered the secret house you can to it
on the map (it's the point of light inside the for-
est, away from any tracks).

TRIAL 2: TREASURE HUNTING

Re-enter the forest and consult the map. The
dance steps correspond to directions in the for-
est, with back meaning backwards into the
screen. At one point you should encounter a
plant with bright yellow flowers - remove one of
its petals for later use. Once you have found the
treasure site, read the plague and marker, then
dig up the marked ground. Collect the “treasure”
and return to the Scumm Inn to brag of your suc-
CESS,

TRIAL 3: THIEVERY

Go the Governor's mansion, and use the yellow
petal with the meat. Feed the dogs the drugged
meat and enter the house. Pilfer the Ming vase
and enter the door beside the entrance. After the
lengthy scene that ensues, return to the jail and
trade Otis the gopher repellent for his carrot
cake. Open the cake and find the file. Return to
the mansion and leap through the wall once
more and rejoin the fray, When apprehended by
the Sheriff, claim that the idol was given to you
by the Governor.

Thrill the Governor with your eloguence then
leave the mansion, remembering to take the
vase as you leave-Use this opportunity to insult
Fester, as everything you say results in you
being dropped in the sea, along with the idaol.
Hang around (after all, Guybrush claims to be
able to hold his breath for ten minutes) until hope
of salvation comes (and goes), then pick up the
idol and make good your escape.

That's all for now. More fun with the scurvy
knaves next month!
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Space Quest IV

he madness continues in this, the second
Thalf of ACE's complete solution to Sierra's

funtastic graphic adventure. Once again,
warm thanks to Dave Driesen from Antwerp in
Belgium for all his hard gaming. Remember -
the term ‘clicking’ means clicking with the hand
cursor unless otherwise stated.

PART 3: SPACE QUEST 1 - THE
SARIEN ENCOUNTER

You appear next to the Droids-R-Us shop at
Ulence Flats. Go south and enter the bar. Walk
up to the monochrome guys at the bar. Once
you are thrown outside, get your revenge by
vandalising the nearby sand bikes. Do this by
clicking on the bikes. After the animation
sequence you'll find yourself at Tiny's Used
Spacecraft shop.

IMPORTANT NOTE: If at any time you hear a
whining sound approaching, stand still until a
bike flashes by, and when it does, click the
walk cursor anywhere on the screen.

(Go east and enter the bar again. Walk up to
the bartender and take the book of matches
from the left corner of the bar. Mow, go back to
your time pod and click on it. Type in the co-
ordinates that were on the display the very first
time you entered the timepod li.e. at the super-
computer's landing bay).

PART 4: SPACE QUEST 12 - VOHAUL'S
REVENGE 2

After arriving at the supercomputer, walk all the
way east and click the jar of blob cursor on the
door lock. After passing it, call up the inventory
screen and click the book of matches cursor
on the cigar, Click [OK] to get back into the
game, Now that you can see the laser beams,
click on the device in the eastern wall and enter
the numbers 160, 30 and 110 to get all the
lasers vertical. Click [X] to leave the keypad
and walk through the lasers.

{You'll find the next bit easier to understand if
you refer to the map.)

Walk all the way north and take the last turn
left. Now take the first left turn you come to
and save the game. In the middle of the screen
you should see a pillar, Wait a while and walk
around it {i.e walk north at the left side of the
pillar). Then walk off the screen to the right -
you should find yourself at the first screen,

Take the other way out of the left side of the
screen (the path in the middle left of the
screen) and follow it all the way west. When you
arrive in the strange room insice the supercom-
puter, click on the door. Now enter this set of
numbers: 696 58 4 76 6 9. The door should
open.
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g Enter the programming room and you will find
an icon-driven user interface, First you must turn
off the guard droid system by putting the droid
icon in the toilet and then format the system by
I putting the brain in the toilet. lcons are selected
] by clicking on them. Don't put the SQIV icon in
| the toilet or you'll return to DOS. Instead follow
- the directions on the map to find your kidnapped
i S0,
i Eventually you should come across Vohaul him-
| self. Fight him (it's pretty easy, but stay away
| from the edges just to be on the safe side).
i Once you've defeated him click on the ladder
going down. When Roger returns, select the
3.5" floppy from your inventory and click its icon
on the disc drive next to the beam. Load up the
1 program on the disc and the one from the
! beam. Select [Roger Jr] and push [beam down-
i load] to complete the game!
| G d WORLD 1 gem room (in that order) so that you can reach
O S Make sure you push the pressure pad fo the the World key. The ice gem is in the room at the
right of the start position. Go left and down a lit-  top of a ladder by a treasure chest. The other
feel so stoopid! You may remember that last tie. Kill the monsters firing at you across the two gems are found by killing baddies.
' |month | asked you how to get the gems on gap, then jump across to pick up a gold key. But there's a quicker way to get the World key.
World 3. Well, Christopher Bromilow from Continue going down, then right. Take the ice gem to the gem room so that the
Skelmersdale and David Appleford from Milton You should find yourself near a door and a key platform drops a little. Then toggle the door
Keynes reveal that you simply get to where the shield guarded by some spikes. A thief will switch a couple of times to drop the teleport
_ Stone Gargoyles are, then go left and then when  appear. Don't kill him - let him get the shield gem - this takes you to a bonus room. if you
you get to the third platform jump into space. then drop the key to attract him. Kill the thief, complete it properly you'll find a jump potion
With luck you should land on the moving plat- pick up the key and use the shield to get which you can use to jump up to the World key.
i form. Then jump onto the platform with the through the spikes. Throw the door switch. An Simple, when you know how.
i gems above it. As if by magic the ledge will dis-  out-ofreach key and a thief will appear. Position
5 appear and the gems will drop down. yourself in front of the door, then - just before WORLD 2
- Your quest continues here, with the guide to the thief touches you - enter. Jump onto the ladders you first come across fo
Level 2 of the Bitmap Bros' wondrous arcade You'll be transported to a new room. Grab climb to a ledge with a chalice on it. DON'T fal
adventure. No more a-do, let's get on with it... everything and drop down the shaft. At the bot-  off - if the drop doesn't kill you the spikes at the
B tom, take advantage of your shield by pressing  bottom will. Throw the switch, then climb down
LEVEL 2 the nearby pressure pad and killing any local the ladder and drop off the bottom. Go down
(As last month, ‘throw a switch’ means pull it bad guys. Drop all your items, then go right to the ladder to your right to collect a key.
: down or push it up - depending on its current where the thief was. Wait for him to get the key. (o back up the ladder and go right. You
' position - while ‘toggle a switch’ means pull it Go and pick up your previously dropped items should come across three switches above two
| down and then push it back up again.) then return. The thief will approach you. Kill him  trapdoors. Throw the switch above the left trap:
| and get the key. door and then the switch above the right trap-
|1 IN THE SHOP The rest of the level's pretty straightforward. daor. Drop down the now opened right trapdoor
|1l Stay with the throwing stars and fireballs, and You've just got to find the ice gem, water gem to find another chalice.
| use your cash to up their power. and fire gem and take them individually to the Make your way back up and go right. You
. should come across a golden teleport key.
l Return left and go down the pit of switches and
| n TR ﬂ * 4 ” # }“ # aml e trapdoors. At the bottomn go through the door
| ‘ -r .r?; By N rpr :,1: S your right to be teleported to the door t:}_the
i '__' rﬂ%%ﬁ??%ﬁﬁfwru o I-I:;‘"; .{;l” ship room. Pick up the third and last chalice and!
| 4 : e -g"j g0 through the door to enter the ship room.
: FEFS TTHWF_WF“ - =.g:_‘,;.' Pick up the two keys and drop all your chalices
' = 'T R before leaving.

Go left and down the ladder. Kill the monster
on the platform to your right - a teleport crystal
should appear. Use it to reach the treasure
room. Mow make your way to the World door..,

T
| . Z 7 - e AR
i 25 o ey T T
| ol . | ‘Tll‘r'“i"?

IN THE SHOP
Buy as many spears as possible.
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WORLD 3

Having got the door key, throw the switch to the
right of the door, then the switch to the left,
then the switch to the right again - this should
reveal a secret corridor. (Incidentally, has any-

o | |fi ¢ 3 ¥ ;p.l'lt-. I 3
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one found a way to open this door?)

Down the corridor are four doors. Enter the
second one you come to to find a skull. Take
this to the room behind the last door to be
rewarded with a piece of mosaic and a bottle of
herbs. Take the herbs to the third room to find
ancther mosaic fragment and a globe. Take the
globe to the first room to get the third and final
mosaic piece. Your reward for your restoration
work is a teleport to a new dungeon area.

Go left, kiling all the monsters as you go.
Eventually some will drop a key. Go back right
and throw the first switch on the level - a plat-
form will appear letting you reach a secret
chamber containing another key. Go back down
then left to open a passage down fo another
secref room. Throw the switch in this room.

Go up and left to find some trapdoors and
switches making steps to an upper platform. As
¥ou jump up the steps, toggle all the switches
you come across. Get the candlestick at the
top-right and the key at the top-left of this area,
then drop through the trapdoor in the upper
platform. Go back right to the treasure room.

Return left and go down. Get the cross at the
far left {just past the spikes). The rest of this
level is fairly straight-forward (though goodness
knows where the treasure key is). Remember to
fake the cross to the chapel for a big crystal
reward. This will come in very handy against...

THE DRAGON

Drop the crystal to the left of the screen and
stand between it and the dragon. The monster
will aim its fire at the crystal leaving you free to
blast away, just crouching now and again to
avaid the fireballs from its tail.

So far, so tough, but your quest is only half
over. Get ready for Level 3 - next month!

l'l‘l N’ I"l‘l

Strider

ot really a cheat this, but an interest-
N ing little featurette none-theless. Did

you know that there's a secret room
an the second level? Nope? Well, neither
did |, but here to show use how to find
itis . Wyman of Edgware in
Middlesex.

Know the beginning of the level,
with the wolves and the giant
robot gorilla? Well, once past
these perils you should find your-
self riding on some rotating plat-
forms and under attack bu guards
and what not. Normally you exit this
section by jumping up a small slop-
ing passageway to climb above
ground (where you'll meet the phantom
fighter).

Instead of doing this, jump into the stone
wall just below where the passageway starts
(as shown in the diagram). You should get stuck in
the rocks and forced into the secret room. Ooh, scary. Kill the
phantom fighter then go right to continue.

(Actually, | have an admission to make: after many goes | couldn't get into this sup-
posed secret room. But then I'm not the World's best Strider player - although | do try!
Perhaps you'll have more luck? If you do find it, please write in.}

Prince Of Persia

ome time ago we printed a PC cheat to this, allowing you to kill any enemy swordsmen at the
Stan of a button. Well, it appears that this is just half the story. Both Dan Flett from Australia and
Roddy MacLeary from Fife, Scotland have written in with lots of extra secrets.
Az before, lpad the game from DOS by typing ‘PRINCE MEGAHIT'. Then press the following keys
during play for the required effects:

Kills any swordsmen instantly. WARNING! Don't use on skeletons.
View screen above.

View screen below.

View screen to the left.

View screen to the right,

SHIFT-T Extra damage point.

SHIFTA Flips screen.

SHIFTL Advance one level.

SHIFTW Makes you light as a feather (no damage falling off ledges).
SHIFTB Blacks out non-animated objects (very usefull).

“ITZECE
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FROGGEI

By Peter Molyneux out of Bullfrog

t does sound like a bit of a wind-up, long ago Bullfrog actually wrote its own version

doesn't it? Frogger by Bullfrog? To be hon-  of the classic coin-op. “When doing

- 5 est it wasn't Molyneux's first choice. When  PowerMonger, we were worried that the player

! developers revamp their first approached with the idea, he instantly might get bored while waiting for the game to

! chose Ultimate's classic Knight Lore. Then load,” Peter explains. "So we wrote Bullfrogger,

! own favourite classics? deciding that wasn't such a good idea, he spent  which was basically a slightly tarted-up version of
a day in deep contemplation before deciding “| the original Frogger that you could play while

How would today's

{ want to do that caterpillar one. You know, waiting. We got it finished and playable and
i ACE asks that very : Centipede.” Then, while explaining why his everything."
Centipede would be so good, he threw in one However, it was at that point Bullfrog realised
= . = final twist as the Frogger brainwave hit him. And  that were they to release such a game, even
questmn n thE fll'St I'.'If that was that. within another game, the chaps at Sega would be
Fortunately, it all fits in rather nicely, and quite anxious to talk to them, using words like
an nccasinnal series. there's more behind it than the rather tenuous ‘copyright’, 'solicitor’ and ‘twenty years hard
| similarity between the two names. Mot only is it labour’, and so it was shelved, Mow the game's
genuinely one of Pete's old faves, but not too got a new lease of life - at least hypothetically -

| | thanks to Molyneux’s New Originals treatment.

: 1 “l think one of the reasons | chose Froggeris
because it's an old classics that was very
popular in the early days, but never got
updated,” explains Peter. “Asteroids became
Blasteroids, Breakout became Arkanoid, but
nothing ever came of Frogger. Which | think is a
shame because Frogger was the first ever game
to have a cute character - something that's been
very popular recently. The other thing | liked was
that it had a down-to-earth theme. While all the
other games had space mutants, here you had a
frog trying to cross a road and a river.”

Peter believes that Frogger has plenty of poter
tial for enhancement using today’s more sophist-
cated technologies and gameplay philosophies.
"Purely from a technical point of view, there are
all sorts of things you could do. The graphics
would obviously be very important, and with the
right use of colour and animation you could
create a really nice wet and slippery feel that
would be just right for Frogger. Yes, plenty of

This is how Peter Molyneux's 1991 version of Frogger would look, in this artist's impression by Bullfrog's graphics wizard Paul n}f}istness_"

/ff.’-’l' #
s S. va

i
i

McLavghlin. Notice how Mr Frog, in his new 32-colour incarnation is a much cuter character than the original - an impoartant o
point in Peter's book. The infamous road, however, |s as dangerous as |t ever was, and now comes with extra features - note A.CE:DFdIr‘Ig to PEtE' the most USEfU' appllcatlcm
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S0 how long are the levels going to be then?
“Oh, there'd be just one... of infinite length,
says Peter. You WHAT?! “The problem with

- games with a definite end is that when you've
completed it, you don’t want to play again. So

 in this game there wouldn't be an end as such -
ﬁmw“hhwuhrupn—

sible. Every three screens or so you'd have a
~ continue point that would allow you to restart

from there if you die.

 "The way it works is like the little holes you

~ have to jump into at the end of a normal

Frogger screen. You have, say, five tunnels or
~ lillypads, but only some of them will be contin-
- ue points. There'll be a little clue as to what
~ ones they are just before you get there, like
- for a moment. If you jump into the right
~ tunnel, you're given a password.

“This password would actually contain the
Information that the program uses to set up a
level, because the entire landscape will be gen-
erated, not stored. So every time you start a
new game, you play on a new, randomiy-

- generated landscape. But if you type in a pass-

- and recreates the old game from that informa-

~ fion, 50 you can continue from where you left

~ off. If you had ten-letter passwords, you could
 easily generate around 196,000 levels.”

LOVE STORY

“It would be good If you could have

Frogger distracted by things. You could
o time on a lillypad. She would act like a
ove magnet that draws Frogger towards
way from her because she'd be

ounded by dangerous objects.”

WAITER, THERE'S A FLY
IN MY GAME

Several flies in fact, as Peter explains. “As
Frogger goes along, he works up an appetite
for flies. Every so often flies buzz across the
scréen, and if one nears Frogger, he automati-
cally shoots his tongue out and eats it. But
the more flies Frogger eats, the fatter and
heavier he gets, so when he lands on an
object that's floating on water it starts to
sink and he has to jump off again quickly.
This effect wouldn't last very long though,
and after a while he'd shrink back to normal
size by using a bit of froggy flatulence. This
would also give him an extra burst of speed
as the flatulence propels him along.” Ahem.

The fabled Bullfrogger. originally written as a game to pass
the time while PowerMonger loaded, it's now gathering dust
I Bullfrog's offices - which a crying shame as it's actwally
wery playablas.

central character to life and give him more char-
acter than the original's inanimate green blab. “In
cutesy arcade game's it's important to establish
a player/character bond. If a player is going to
spend more than ten minutes playing a game, he
has to care about his character. I'm not suggest-
ing that people ever really think about how much
they like Mario or Sonic, but it's subliminal and
it's important.”

S0 how do you create a character you can
care about? “The most important quality is the
way the character reacts with your commands
and to the environment,” says Peter. “The ways
he respends to things creates the biggest bond.
sonic does this well - if you leave the controls
alone for a few seconds he taps his feet and
looks at the screen, and if he's on a small

- -
More Bullfrogger action, this time with Froggy himssl in dire
parll. This long-expasure shot gives an idea of how fast the
traffic motors along. It also looks as though Froggy Is about to
get squished into the tarmac. Analiieeees!

platform, he'll balance on one foot, teetering. It
all helps create a more interesting character.”

“For Frogger, this type of treatment would
work particularly well. Running the game at a fifti-
eth of a second, you could produce some
dazzling frog-leaping animation. If he jumps on a
log, he'd scamper around as the log rolls under
him. If he jumps on an alligator, his eyes would
bulge with fright. If a lorry zoomed past him, he'd
do a 'Woooaah!" gesture. This would all be tied in
to different sound effects. Remember, it's the
not the size of the sprite that determines its
character, but the animation. That's something
that the development of the people in Populous I
is teaching us."

The most controversial changes are in the
game's design. “The game wouldn't be just a sin-
gle static screen, but an on-going, vertically-
scrolling level. This would help keep the player
involved, as the game's less fragmented. I'd
keep the gameplay varied by adding new
terrains for Frogger to cross. There'd be a back
garden area, for instance, where you'd have
dogs, cats, birds and dangerous plants to avoid,
and a sewer area, with even bigger alligators.

“One of the advantages of this new scrolling
format is that you can give the enemies more
detailed movements rather than just moving
from side to side in a straight line. They'd move
in fixed movement patterns so that with practice
the player would learn their habits and play to
avoid them. Random movement patterns don't
work, because then it's more down to luck than
judgement.”

“A change of pace every now and again is
essential, like in the Mario games, because peo-
ple get bored with doing the same thing all the
time. Frogger could jump into a pond and
instead of jumping, he would swim. Underwater
you'd have real froggy momentum, so Frogger
would push himself along in little bursts. In this
section the enemies would come down the
screen towards you instead of from the side, and
there'd only be a limited amount of air, so
Frogger would have to catch oxygen bubbles in
the water to top up his supply.”

Peter's more than aware of the dangers of
updating an old classic. “It's very important that
you don't destroy the feel and spirit of the
original. The frick is to enhance the game while
keeping the original qualities intact. Hence, the
basic idea remains the same - it's still all done
from a plan view, and the little frog's got to work
his way up the screen, avoiding danger. That's
another thing | like about Frogger - it's a passive
arcade game. You don't kill anything or go
looking for trouble. You just have to avoid
things.” Aaaah.
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here can surely be nothing
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computing genius will be wearing
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| 117 The ACE Prize Crossword

The legendary Chris Crawford, foundar of the American Computer Game Design Conference and
duibgrer of seminal tithes such as Balance of Powser and Balance of the Planet ks just one of the star
turna at the ACE Conferance in September - tickets cost £65, burt YOU could strike lucky and get a
FREE ticket. See the mini-competition on page 12 (the Biitter End),.,
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pink pages

ach month, we collect all the available UK games magazines, and check , -
E out the review marks for each game. Then we simply work out the aver- i
age mark that every game receives - the figure in the right hand column {(out of
1000, The higher the mark, the better the reviews. AND you can win a prize

every month - see the opposite page. Xenon 2: Megablast Mirror Image
One thing's for certain: Mirrorsoft must be chuffed over the success of Hunter Activision

Xenaon II's budget re-release . And Microprose's Sorcerors Get All The Girls is MNorth and South Action 16

striking evidence that text'n'graphics adventures are still alive and kicking. 3D Construction Kit Domark

Manchester United Europe Krisalis

Third budget title to top the Amiga chart:
evidently no-one's forgotten the impact

Xenon 2 made first time round.
Chuck Yeager Air Combat  Electronic Arts
Martian Dreams Drigin
Sorcerers Get... Microprose
Heart of China Dynamix
Logical Rainbow Arts
German-based Rainbow Arts stops the Xenon 2: Megablast Mirror Image
Yanks from making a clean sweep of the Lemmings Psygnosis
PC top five. It's also nice to see a change Flood Star Performers
from the PC's usual diet of flight sims and RBI 2 Domark
traditional strategy - only Chuck Yeager, Toki Ocean
which is well worth the number one slot, Lemmings hangs on but Xenon 2 collects
and a good mix of gaming styles making up its second number one this month with one
the rest of the chart. of the highest scores ever on the ST.

3 .-.,..~_-.-c, _\;.'_..-.'_ .]éfﬂ_-_",_i,

he success of Castles on the PC just goes to show how important first
T impressions are in the software business. When the program was
laursched, journos were knocked sideways (ACE included) by the ofiginal sce-
nario and authentic strategy. This led to a great deal of pre-release ml.'era-de in

magazines that has obviously given the title very strong support at launch.

Unfortunately, it only goes to show (see our review on page 56) how misleasd- “anﬂhﬂﬂﬂr unitﬂd E“mﬂﬁ “rhﬂlﬂ HE'BE
ing first impressions can be. The good news, however, is that EA have promised F15 Strike E:gh 1] chmm“ £2999

a vasthy more polished product when the game hits the Amiga, m T‘ﬂll' Gﬂ'lf E’mﬂiﬂ h'u Eslgg

Meanwhile, Kick Off 2 continues to astonish by re-entering the charts at

number 4. It's rather daunting to note, however, that KO2 s just one of no less Hﬂﬂkﬂ}" Island . Lm’mmm Gold m'gg
than 14 re-entries in the 5T top 20 chart (as opposed to 7 in the Amiga), which Lﬁml'l'lll'lli Pﬂ-ﬂﬂ“ii £2499
could be taken as evidence of a dearth of guality new releases for the Atari. y

AMIGA
S - 4 il X ..'-\.
B = a 7 e o . T e et

s
oA

Castles Electronic Arts  £34.99 Flames of Freedom Rainbird £29.99
Lemmings Psygnosis £34.99 Manchester United Europe Krisalis £25.99
Colossus Chess X CDs £24.99 Armour Geddon Psygnosis £25.99
Fun School ll (5-7)  Europress Software £9.99 Kick Off 2 Anco £24.99
Links SSI/US Gold £39.99 Teenage MH Turtles Mirrorsoft £24.99
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pink pages

THE STOCKMARKET WIN A F RIZE-
In addition to our games charts, we also have a bit of fun with the figures each month If you can predict the entries in 30-32 Farringdon Lane
when we produce the ACE Stockmarket. This is the list of the companies whose games next month's ACE charts (NOT in London
are getting the highest review marks at the moment. Any software house that gets to the Gallup charts), you can win a EC1R 3AU
the top of this Roll Of Honour has a right to crack open a bottle of champagna... free game for your machine. Thie font éoit Bivic i for dch
calculate the lﬂﬂhm th'::nch plilnhl:_h:r Imm:i of its e v ol et wtnﬂhe.hat ;ms a.
we average rece every one games
on each format. We print only the top 25 STEP ONE CD:::;ECI:. i‘%t%i&némrtehs;uf:&rt::b
companies wach month. In fact, we keep Find a posteard - or write your enlry  draws for each category, thus
tabs on all of them, but you don't want to How HOT were last month's on the back of an envelope. Enter mcreasing your chances of winning 2
read through a list of aver 100 names in 7 :r'f:lF' Eﬂﬂ'ﬂ? aﬂdhmﬂ?;ﬂﬁ- ﬂaﬂaﬂme prize. And don't forget to include the
Despite some very high individual scores (see telephomne number if you have one, Round Mumber!
::7 mlm::t’m oy the ACE charts], the Softwars Index, which Iy the the machine you own, your age, and
ol average of all marks recelved, is ot its lowest rat- the Round Mumber [ the box |
name is marked with an asterisk. This THE RULES '
ing for 18 months. How can this beT Well, wnior- 4Tl
month, we welcome budget labels Respray | wnately, slongside all the dazzling stuff listed ™WO @ All entries must be recenved by |
and Star Performers, straight in at number on thast pages, there hive besn some butget STEP 1 August 22nd 1991,
B, and Hi-Soft, better known for Hs lan- stinkers out on review over the last month, Examine this month's charts, Then, ® Mo employeas of EMAP, or of
gunges and utilities, to the ACE Stod wehich have pulled the figurs down (one game using your knowledge of the games any comgany involved in the pro-
recaived the stunning average of 9.5 cut of 100), scena, try to predict which games distribution, or sale of
Watch the index next month for (we hope) a will come top of the ACE charts next ACE Magazine are eligible for i
Finally, we take care that the informa- PR e ey manth. Finally, enter on your post: 3 )
tion here is genuinely useful. To that end, card: ® Only one entry per household,
we don't count companies which have only software index: 70.59 @ the top game for the IBM PC Proof of posting not held as |
recelved a single solitary review. @ the top game for the Amiga proof of delvery.
@ the top game for the ST & We cannot undertahe to delver
PUBLISHER ore  Action 16 80.88 YOU DON'T HAVE TO ENTER A specific software litles as prizes,
*Sta :. v Activision 80.57 SUGGESTION FOR EVERY but rest assured that we will :
r Performers 96.25 ’ MACHINE! Eut remember that your make every effort to ensure that
Pwuﬁt a3 GBH 80 chances of winning may increase i the games get the adrenalin
Origin 92.93 Infogrames 80 you do.
Microprose 91 Core Design 79.67 STEP THREE
Krisalis 84.42  IDEA 78 gl 1 o ) o THIS IS
Sierra B4 *Respray 78 month's Stockmarket ksting (see this m ﬂ
Electronic Arts 77.67 pagel. Enter on the card: .
Mirror Image B3 The tep softco will be...iname of g S A B
Virgin 825 Demonware 775 A Grimes of Chelmsford who
Dyn o 76.79 company! spotted Swiv for the Amiga
amix 82.08 cean . STEP FOUR :
" and Erik de Loos of The
*Hi-Soft 81.75  Millennium 75.25 Post the card (WITH a stampl) to us A Hlmﬂmf:u\\:uﬂ!':ﬂm I
Gremlin 1.7 Rainbow Arts 74.06 to arrive not later than the closing emmings . [
81.73 Hit wd 73.8 date for this reund [22ad August). qualifying entries, however,
Bitmap Brothers 815 Squ : T i n: pinpointed Sim Earth for the
ACE Stockmarket PC. Ah well... i

AMIGA, ATARI & PC SOFT'WARE

The Tipster

TIPSTER IS THE NO. 1 SELLING HORSE RACING PROGRAM
AND CONTINUE TO OUT-PERFORM NOT ONLY ALL OTHER
PROGRAMS BUT ALSO THE BOOKIES. USING DATA FROM
THE RACING POST, D.MIRROR OR ANY NEWSPAPER. THIS
PROGRAM WILL SELECT THE BEST HORSES AND OFFER
BETTING ADVICE.

DIAL-A-TIP CHEAT-LINE

for cheats, tips, pokes and
secrets on all computer and
console games, ring now on

-10-1234
The Punter g

LET YOUR COMPUTER TRY TO MAKE SENSE OF THE From Ireland Dial |
AUSTRALIAN POOLS. THIS SOFTWARE CAN BE USED FOR '

ANY POOLS COUPON. THE BRITISH LEAGUES ARE 03000 21 244

INCLUDED FOR NEXT SEASON.
Updated weekly,

The Dogs . .
Live Computer Helpline:

THE DOGS USES DATA FROM THE RACING POST AND MOST
0898-338-933

NEWSPAPERS TO RATE GREYHOUND RACES OVER FLAT
AND HURDLES. THIS PROGRAM IS VERY EASY TO USE. AN

PRIZES FOR BEST CHEATS, TIPS, ETC.
INFERNO

IDEAL GIFT FOR THE MAN WHO HAS EVERYTHING.
Interactive Phone Games

League Manager
CASH PRIZES

THIS PROGRAM ENABLES YOU TO MANAGE UP TO 14
NOW ON LINE

TEAMS IN 5 LEAGUES ON ONE DISKE. IDEAL FOR SCHOOLS
0898-442777

AND ANY SPORT INCLUDING: FOOTBALL, GOLE, SNOOKER,
DARTS, BILLIARDS, POOL etc.

Send to: PO Box 54, Southwest Manchester M15 4LY
Proprietor: Jagqueling Wiright

The Bookie
Please ask permission of the person who pays the bill, calls charged at

THIS NEW RELEASE CALCULATES THE RETURN FROM
34p per min "Cheap Rate” 45p per min at all other times.

oWDing

MULTIPLE BETS, YANKEE, PATENTS etc. A GRAPH DISPLAYS

YOUR DAILY BETTING PATTERN. THIS CAN BE USED TO
INCREASE YOUR CHANCES OF WINNING.

£34.95 cach, or any 2 for £49.95

SIDMOUTH SOFTWARI
YCHURCH N1
SINDMOUTH
DEVON EX 10 S1.Y
TELEPHONE: (0395 5778

Send £9.95
tor a DEMO)
DISK.




Apdd Soni LT
A-Max (Mac Emidaion . 10099
DanPac 11 44 53
Cagecaic: T e
Higoh Basic L L)
Erahemede AT 58
Laktiow T WA T S
hgyin. Bancons Typing 1999
Protext ¥4 ... ]
Supertissa Personall 2 ... 21 99
GRAPHICS & YIDED

Mapgie Video Titer ., B2.75
Craci Teol Scrolbee .......... 20.80
OPmnt 111 (Pal 1mb) 57.50
Raal fangs .. 21.80
Dlusa Yideo I'III"H'I-H'I:II .75
Phaton Paifil (Pal) 12.50
Photorn Paini 19 (Pal imb). 2180
Professional Draw 2

(i 158 50
Pro Wickes Phus Lirrd- -1
Sclupt IDXLPal 1] ... 11200
Trip- A-Tron 2499
Tiarto Sitear 750
TV Show 2 2 (Pal 'mby.....5T.00
TV Taxl Pra [Pal) ‘88.50

Fun School 2 over Ba|sach|
E1250

Bkt Figacers. ) Baars  J2 90

SpaiBook 4-6 or T.lanch) 18 50

et B L8 B0
Haome Aocounis 2078
Hewerea Ciffcn Kot 750
Hindwords 2.0 16

3499

Pen Pal (Pal 18] g

Angwe Back Junior
Answe Back Sonor
Batter Speling (§-14)
Batinr bads (12-16]......
Denosau t

Magic math |4-8)
“?;“:- mania [8-12)
Maih Talk

Mickeys Aunaway Zoo

24 HRS

Pratast 4.2 | 1mib)
Aaoomeririded

The Direcior Toal Kin
Titks

TV Taxt Peolessianal
‘Widken Tilar

Widh Armiga PAL Digitiser . B4 88
VidiCreoma oree- TR

MICROSMART MEGADEALS!

Spacn Aoy 435
Cwaggans Lir 2 400
Dragor Mashs Lh )
J Mecihoias L]
e, O 2 &R
Dwuina Produchiors. (Lipgrade backup: ciock. alandar 58.88

Supshass Pericnal 7 Upgrade backup ook calendedd. 56
Superplan |Upgrade backug, dack, and calender|

THE LEARNING YEARS

SEiiEissua
EEEEEERESE

e
ESEESERER

8T

Manchassar Uniaed .

1 .

05 2 Turboe
25 3 Turbe

Powar Drive 3 5 :m lnrm $T-'Amvl

5 n 1 Canirhes m.llﬂ :
Compd Prg Exira 5000 ...

Amiga 4 nllgw Mw
Amiga 500 Dusl Covai
Disk Clearsrsg Kil

Box 10 Bulk disks .
Brandesd Sory (Box 10)

LC 200 24 Golour Prirtar..
ALL PRODUCTS .IJIE ‘U!-J!C'I' TO AVAILABILITY ALL PRICES SUBJECT TO CNAHGE WITHOUT PRICR

st

1358
2209

3

.:ﬁﬁazgpn
22TERIEE
i

FEm
ERE

... 1604

JUSTIN
GB ROUTE
£32.99

Calculate Route,
Timas, Fual Um

HOTICE E 80E

COMING VERY SOON!!! CALL FOR LATEST DETAILS

bt Pt
EEEEEESIRER

IMNIC ROSMYART MANL ©
0908 564369 or the shop - 0480 73331

26.99
131.66
16.60
16.09
16.09
2199
16.99
16.99
16.59
i
16.59
16.58
1999
WM AN e | IR A
Fiwry Taks S 459 490 P AT Thunderboh T T899
Foramy Workd Dissy ... 804 BB Powtroms 7.9 788
FT Bl harimger 11+Exp K208 ... 208  Platioum "..... 1% 199
Footbal Semulmion 788 .o T Qe for the Tame Bid . 6.0 £89
Fill Matnl Pans 094 5.99 BVF Horca L1 .08
mmmii =y ¢ 7.0 Pick Dangarous.. L8] L
Cirarity ... 699 £99 Rocesl Range B0 599
Gunghig, 12 99 1298 Saleri Gune 308 ... 199
Chaarviant 11 T8 . TR Daecrets of Lubwafle * 1688 1854
Chsheiaen Asa . 1] 1699 Saega Masher M 5. 1999
Hard Divemn L B39 Sient Ssrece 500 L]
Highway Patral 2 B B98 Stider ... L1888 ]
m;um T8 .. T8  Sm City 19.88 i
Hieslywoied Tl -1 18 Spy Vs Spy 480 &
Indeanapols 5007 .. - 1H 8 Epy Ve Spy 11 4540 [E-)
Inbwsiaion.. .. L A9 Spy VeSpy 111 A L]
int A0 Tenris T TE8  Supar Hang On a5 LE- ]
Jucige Dredd * 1384..... 1385 Tesnage Muteni Tules " 1553 LLE- )
Jurrping Jichman T .. o] EL nNew
i vl T.o8 T#8 Thame Park Mysiery LE2] B0
17 IS S00 0.5 Twrhﬂlcim- :g 1::
Wrylor 200 B8 TH i
Hick ME?uq| MEE Tourraied Galf* 1699 0
Laser Squad o B B0 Tepols Cados " VEE 1689
Leadeoard CR ] 5.08 Toobin 495 4.88
Line of Fira®.... 1688 008 Towar of bael .. (5] Ly
LHdlﬂTru-ﬂunn&m .90 108 mumlm a0 .88
Wsnacs 49 A58 TroaplPumui 1488 14.58
e * 1'Elﬂ 1888 TV Spoms Footbal ... e 1790
Minja Sl .. R $.99 Vol Pack © 5 1899
Horth & South 09 §.99 ‘Worseriasnd " 1988... 1999
Cparaton Megpiune 459 A B8 ‘Wirath of the Demon * 1609, 6

SEES
BEER

1798

-..599 ...9.59
—- 1N
Bach To Tee

Futua 2. 1699 16.99
Balance Powes 1689 18.99
Babrman The

Movig ...........13.89 .16.99
Barie Command16.9918.99
Bartle Od Braain19.99.19.99
Battle Chess....16.69 .16.99
Batile Master .. 16,98 1699
Bily tha Kid"_..16.60 1608
Blade Warrice* 16,99 16.09
Bipod Money ... 16.898 16.59
Bloodwych Data

[k .9.99 050
Bomiber ..........21.98 21,99
Boxing Manager ] 9913.09
BSS Jane Sey-

Ly~ 1 — Y]
Carrigr Comd_.14.99
Cavadar” 16.99
Chaos Strikes
|Back . -
Chuck Yaager® 16,98 .16.99
Chase HO ... 13.00 16.99
Colorado _........16.90 16.99
Comba Racer..13.96 13,99
R
Commando ....13.96 .13.99
Commando War 16 901689
Conilct Europatl6.99 16,99
Cosonels Beguest
T e
Conquest Camelol
(L [
Congueros ... 16.98 16.88
Gaondinental
Cireus.............13.99 .13.99
Crackdown ... 1389 13.88
Crazy Cars 2 ...11.99 .14.90
Damocies.........13.9813.69
Dan Dare 3.....13.09 13.99
Drark Canbury... 16,99 18.99
Daays O Thider 10.60 .99.99

16,96
14.90
16.99

.26.88

Degas Elile,....17.95 -

Diclk Tracy 16.98 1699
Dvagons Lair 2._.-......26.99
Dragons Lairimb- .26 .99
Darkien...........21.98 .21.99
Edition One®._.16.99 .16.98
Elite.. 14,99 1460

Emiyn Husges.. 13.99 13,99
Escapa From Robat
Monsters ... 1399 13.99

... 16,99 16.98
F18 Siealth Fler19.9915.99
F29 RAetaliator . 16.09 16.99
Falcon .............. 16.%53 1699
24099

1300

REE ]
= 1698

A6.BE
16.89
26,89

16,99
Fit Disk 7 or 11 13.98 13.98
Fit Disk Europn13.69.13.99
Fii Disk Japan . 13.99 13.99

Football Dirtor 212.8912.99

Froall Manager 2
Gt phe.. 1299 1299
Future Wars ... 16.99 16.09

Ghostbustars 216.93 .16.99
Ghost & Gobling13.8913.06
Givouls & Gh'is 13,99 . 16.00
Grand National...- ... 13.88
Grand Prix Circuit- ... 16.98
Gravity........... 16.88 . 16.88
Greming 2*.....13.99 13,09
Haawy Metal .. 13.98 1699
Hifisiar 16,96 16.90

ot e v e St 1 o e et

FAX 0908 262551
24 Hr Hotline D908 564369 or 0480 73311

o — —  — — — —————————  — — ———— =

= e

MK16 BSE

S ———, |

S e e e S Have you ordered from us before?  Yes
TITLE COMP PRICE ACE 07/91
BRI i e
Please send this to Microsmart, 127 High Street,
TOTAL Hewport Pagnell, Milton Keynes.

Hounds Cf

Shadow ...
Impenum........16.99
Impossamae, . 13.99
Indy J. Action 1399
Indy Janes Adv1E.00

16.98 .16.99
1688
13.98
13,99

16.98

Indy Janes Hint

|Boak. LH0E 599
Intarcapion ....16.98
J. Micklaus Extra

Courses X T

J, Mecklaus Golf16.99.16.99
J. Macklaus Unlimited

Goll 19.60 .19.99
Kick O ... 11.99..11.99
Kok OH 2 ... 12.90 1299
K.O# Extra TimaT 99 .. 7.69
Kid Gloves. ... 16.98 .16.589
Kl Game

Shaw" 16949 16.09
Klax . 1388 13,99
L pmimangs L1B59 18908

DIRIDE=EIR

THE ULTIM.ﬂiTE COLLECTION

SR, |

Larry 2....

Lamy 3....

Licenca TbKHI 1E'N L
Lide & Daath"...15.85 18
Light Forca....... 16.99 18
Lodm.............. 16.99 K
Londs Of Rising

Lost Patrol.......13.89 08
Magrum 4.
Manchester Litd18.94.1
kanhurber MY 16,99 96
Manhunter NY

Hint book............5.69 56

Manhunber 5.F 2189
Manis: Mansion 16,0918
hllabri Mardar 13,59 13
Microprose Socc4.99
M1 Tank Plar*. 2188 2
Michwinter_........19.59 188
Midnight Resist1 3.99 164
Mins Odtice Com16.99_-
Miri Office

Mini Orfice Sp'd16.99_-
Murdar” ... 16.98 .1
Maw Zoa Story 13.98 1
Might Bread®. ... 12.98 .1
[ — 1
Morth & South ...8.80 .
Operation TBoR13.891
Oparation Haer*16 991
Ciparation Welf 12.09 1
Paper Boy ... 1299 .1
Pipsmania.......13.80 .1
Pirades_._....... 1589 .1
Playsr Manager! 2.98.1
Platting®...........13.88 .1
Palice Quest... 1689 .1
Palice Quest 2 1688 .1
Populas........... 16891
Populas Pr. Land?.99..7.
Power Droms . 16.08 .1
Powar Mongar,16.99 .1
Pracious Metal 15.99 .1
Aainbow Elands13.001
Fad Sioem Resing 15,98
Rick Dangenusi5 8
I‘-hd\ Danqa-r 16,99,

Shadow Wiar's . 13.99
Sacrat OF Money
Lamd............. 1580 .0
Shadow Of the
Beaast.. -
Mﬂ' Tha
Sharman b4 1699 160
Shinobi ... 1290 1
Silent Sarvice 1490 -
Silworm 1" 13809
SimCity........... 1989
Sim City Terain .- .....
Silkwonm ......cco” e
Shate or Die® ... 16,08
Sly Spys ... 13.88.
Sniow Strike” ...16.99 168
Space Age....... 26.99 3
Space Ouest 326.99 24
Space Harier 313.98.
Spy Who Loved
Me........ 13.98.
Siar Glider 2...14.99
Sios 1888
Sios Compdaer 1159 -
Sias Qamas

Galore ....... 1B.N._
Sios MMB‘D'D 16.98 ..
Stos Spirts 60071 82
Stun Aunner ... 16.59 18
Supar Cars......13.29 13
Teenage Mutant
Turtias ...

Tes! Drive 2.... .
Technoscurd_ .39 5%
T Drive 2 Calif
Challenge..._.......
Tast Driva 2 Huﬂ
Cars

Test Drive 2
SuperCars..........- ’
Thmdamnhl !JH

1988 '
Tiwba Ondnun... 1388,
TV Sports Fiball16.5891
Typhoon Thamg.- k
Twain World ... 1689
UMs 2............ 10.881
UG Scanana 1609
LS Scanerno 28.99
Walernoo ... 16.08
WG Hockay .. 14,89
Wings f
Whngs al Fury 13H !
Xanon 2 Mega
Biast

16.99.




MII©CROSNMIART MAIL

THE NATIONS TOP
PERIPHERAL SUPPLIER

ORIDER

MUSIC

Turn your
Amiga into
SOUND a Mega

BLASTER Sound
Blasting
System

50 WATT 3

Way Speakers Power

Supply, cables, Headphon -

es & full instructions
ONLY £49.99

Midi Interface .............

Personal Stereo

JOYSTICKS RADICAL RAM MICE
i 1/2 MEG UPGRADE NAKSHA MOUSE
Dumkij:;yg;uniar PLUS! Operation Stealth
Quickshot 2 Turbo The best on (Amiga & ST)
£9.99 the Market £24.99
Comp Pro 5000 Goal With clock.....£24.99
£9.99
Comp Pro 5000 Extra
£12.50 Without clock£21.99
Star Probe
£10.99 MICROSMART MEGA DEALS
RO Jetighier il i s E 33 Mega PC Mouse Pack
"-'Il.]l.'ll'l..",; ar [== 8
£18.99 Dragan Master 45.99 Dr Halo Art Package 9-25 Convartor,
Topstar KI?'LGDMF"'?S ;; gg Pad, Holder, Superb Quality + Value at
£19.99 ; ; £24.99

Rewind, Fast Forward &

Mega Bass Switch .......

..ONLY £14.99
ABCESSOB'ES HARDWABE Call for details on
the new Roland
g'ﬁ“ BGIESMJ & S]rntga Am;ﬁa K : with
L T O £5.99 L mpling
< e e £6.99 -~ GAMEBOY PACK sequency
HE ADPHOMES capablliities +
5.25 1n e R R I A £6.99 A TRV £69.99 sound types with percussion &
Lo b o R RN £9.99 sampled sounds.
REMEMBER DUST KILLS Tiger Cub ST & AMIGA
ONLY £94.
16 Bit Mega Drive & sidama
: M Mouse R e i
Q0085 Disk LEDEIS ..o £9.99 £165.00 Master Sound Biasior 3. £36.90
|5k Cleaning Klt .................................. EESG Sega Master symem Techno SOUMN ..ceeseusmsmmensess
L e A £3.99 £74.99 izgggsa:;s.igr .....
et T £3.99 DIUM SWAIO worrvremersrsrsrnr £
4 Player AGADIOT ... £7.99 DG Music Con K. £54.98
B i £9.99 Please ring or chesp & comprohensive | (Qare (ST & Amiga......£24.99
i S QELETNCONMOM M TN Tl Qe Perfect Sound ... £39.00
L R R R £9.99 Satrie Pesin Eng;w ______________ e
manmm Gems Pack Extra PRINTERS
m ‘_m WM A STf.hsu‘lr LC24 200 24PIN Includé;gg do
' miga i
{» 'Z Sﬂmnﬁaulp Pwh includes: Star LC200 24 Colour including

-1 -
 Am

ol ® Shad ", ml-u
Future 1l, Nightbreed and Days of Thunder

£210.00
beluding

STfAmiga San

letter quality pnnter on the market o
£219.00 with aIIAmlaa + ST leads -

Amiga Power Supply £34,

GAmlga has Daisy c

fAige A00 Sound §ieian Back

{: .B%thamh1 EPLI.It’a'thlllI
Amlg.l ﬂtlphy Step Tutorial ® All leads,
man US Mouse and Mains plug ¢
PLUS of Thunder serious fast a p—
nssﬁwum! Deluxe Paint |

MICROSMARTS
NEW BRANCH
IS NOW AT:

UNIT 3
CROSS KEYS
SHOPPING MALL
ST. NEOTS
CAMBRIDGESHIRE
PE19 2AU
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HARD SELL

nce again, a rather truncated Hard Self this manth. Still, it should

hapefully provide an at-a-glance comparison between computer

and console. 5till wondering what to go for in the great 'Consocle or
Computer?' debate? Well, if you can afford one of each, our money's on the
Amiga and Megadrive. But if you only go for one, get an Amiga. It's an
excellent all-round performer that gives the best VEM,

ATARI STE

Models: Atari S205TE: 10405TE:
Mega 5Ts

Package: 520 and 1040 have key-
board with built-in disk drive; Mega
versions have separate keyboard.
Keep eyes peeled for current soft-
ware bundles.

Memory: 5205TE 512K; 10405TE
TMb; Mega 5T 1, 2 or 4Mb. All
machines can be expanded internally
to 4Mb.

Processor: 8-MHz Motorola 68000
Recommended Retail Price:
S205TE £299; 10405TE £399
Contact: Atari PR (0753) 33344

iN BRIEF

Hard days for the machine that
arguably started the avalanche to
16-bit computers. The STE boasts
capabilities almost on par with its
arch-rival the Amiga, but the
Commodore machine seems to be
the one most people want these
days. As shame, because this is still a
great general purpose home
machine for games, small business
and productivity, and thanks to its
MIDI port is still the number one
Ehoir.e for MIDI musicians.

GRAPHICS

Resolution: Low-res 320 x 200;
medium res 640 x 200; high-res 640 x
400

Palette: 4096

Colours: Black and white in high-
res; 4 colours in medium-res; 16 in
loww-res,

TV: Yes,

Monitor Qutput: RGE,

Monitor Supplied: No.

Monitor Options: Atari monitors
5M124 high-res mono; SC1442 med
res colour.

Sprites: No.

Speed: Fast

NB High resolution display is only
available on monochrome monitor;
medium and low res displays only
available on colaur monitors or TVs.

SOUND

Speaker Quality: Depends on mon-
itor.

MIDI: Yes

Stereo Output: Yes

9‘5 ADVANCED COMPUTER ENTERTAINMENT

Performance: Three B-bit PCM
stereo sound channels.

HARDWARE

Disk Format: 3.5 inch - 720K
Disk Price: Around £1.50

Disk Performance: Fast, reliable.
Keyboard: 96 keys including 10
functions keys. Has a cheap feel
which can be improved with third
party spring kits.
JoystickMouse: Two joystick ports
are standard, two-button mouse is
supplied with machine.

SOFTWARE

Existing Software Base: Excellent,
The budget market provides a rela-
tively cheap way of building up an
impressive collection of software
classics.

Current Releases: None of the
major software houses ignore the ST
s0 it is well served with plenty of
good software.

Games: Across the board.
Graphics: Good with some excel-
lent software to manipulate them.
Music: Excellent. Plenty of sound
samplers, editors and MIDI software
rmake this the musician’s choice.
Prospects: \ery good, but the
Amiga is currently the favourite with
software houses in the UK and the
chances of a sudden boom of inter-
est in the 5T Stateside look very slim.
Software Loading: Mo problems at
all. The STE's drive is fast and friend-
ly to the ear. Be warned that some
companies still release games on two
or more single-sided discs (2 hang on
from the old days when the 5T had
single-sided drives) which can mean
unnecessary and annoying bouts of
disc swapping.

BUYLINES

Best Buy Price: As RRP

Second Hand Availability: Very
common and quite cheap. Beware
very old, single sided 5T machines.
Maintenance: One year's guaran-
tee. Return to dealer if faulty

COMMODORE AMIGA

Models: Amiga A500; A1500;
A2000; A3000
Package: AS500 has keyboard and

built-in drive with separate PSL;
A1500 and A2000 have separate key-
board with built-in (fan assisted)
PSU. A3000 is a very powerful
machine indeed.

Memory: AS00 512K; A1500 &
AZ000 1Mb; A3000 2Mb.

Processor: 500/1500/2000 7.15
MHZ Motorola 68000; A3000 16 or
25MHz Maotorola 68030,
Recommended Retail Price: A500
ENA; Screen Gerns £399.99; Flight of
Fantasy Pack £399.99; Class Of The
90s pack £579.99 (all packs inc AS00);
A1500 from £999: A2000 from
£1199(for 1Mb+20Mb hard disk);
A3000 from £3160(for ZMb+40Mb
hard disk). (All prices inc VAT),
Contact: Commaodore (0628) 770088

IN BRIEF

A stunning specification with custom
chips to rival almost everything
around, the Amiga is the first choice
for the most exigent of games play-
ers and video professionals. After an
initially shaky start the machine con-
tinues to sell extremely well and has
overtaken the 5T in the UK, though
the latter machine still has a slightly
larger installed base. The A1500 is
near-identical spec-wise to the
A2000, but cheaper. The A3000 is a
top-end workstation substitute;
includes Workbench 2, featuring
enhanced icons, file handling, and
security features plus Amiga Vision, a
multi-media programming toaol.
A3000 also comes in three configura-
tions, ranging from a 16MHz/40Mb
hard disk to a 25MHz100Mb disc.

GRAPHICS

Resolution: From 320 x 200 to 640
% 400 (more possible in software)
Palette: 4096

Colours: 2, 4, B, 16, 32, 64 or 4096
TV: With medulator.

Monitor Output: SCART + compos-
ite video in monoachrome.

Monitor Supplied: No

Monitor Options: C1084 £349.99
Sprites: 16 in hardware + unlimited
BOBS from soft/hardware.

Speed: Very fast with good soft-

ware.

SOUND

Speaker Quality: Depends on mon-
itor.

MIDI: Mo. Third party interfaces
available.

Stereo Output: 2 phono
connectors.

Performance: Among the best
around. Custom hardware squeezes
9 octaves of B-bit digital sound into
the four channels.

HARDWARE

Disk Format: 3.5inch - 837K; A3000
40/100Mbyte hard disk formatted.
Disk Price: Around £1.50.

Disk Performance: Noisy and slug-
gish. Third party software is available
to improve matters,

Keyboard: 94 keys. 10 function
keys and separate cursor cluster.
JoystickMousea: Two-button

mouse supplied as standard,

Interfaces: Two Joystick/mouse;
stereo audio; external disk drive(s);
R5232 serial; Centronics parallel
printer; SCART RGB/video; composite
monochrome video; expansion bus
(internal on A1500 & A2000; 32-bit
on A3000); clock/memory expansion
on A500 only; internal PC expansion
on A1500, A2000 and A3000,

SOFTWARE

Existing Software Base: Similar to
the ST.

Current Releases: Everyone's doing
them.

Games: Something for everyone.
Graphics: Quality and range is
unsurpassed.

Music: Needs better support for
MIDI. Internal sound software is well
supported thanks to IFF standards.
Prospects: Excellent.

Software Loading: MNoisy but usu-
ally reliable, Plagued by viruses.

BUYLINES

Best Buy Price: Old Amiga 1000s
can be picked up cheaply enough
but these lacked the extra graphics
modes of later models. Try to find a
good value pack.

Second Hand Availability:
Becoming common. Best buys are
late Amiga 5005 with Kickstart 1.2,
Maintenance: One years guaran-
tee. Return faulty machines to deal-
Eers.

Model: IBM's PC was the first PC to
be accepted in large quantities (not
the first PC) and remains the stan-
dard by which all others are judged.
There are hundreds of clones and
variations including offerings from
Amstrad, Atari and Commodore. In
general, with PCs you pay for speed
and better graphics standards. The
extra money is worth it if you can
afford it.

Package: Depends on the manufac-
turer although most are supplied
with monitors. They can even be
bought in kit form at no extra saving
Memory: Usually 512K or 640K, Can
be anything from 64K to 1Mb+.
Always go for a 640K model.
Processor: Intel BOBA/B086 in base
machine is sometimes replaces with
the faster NEC V20/30. Mare expen-
sive machines are based on Intel’s
miuch faster 286, 3865X, 386 and
even the latest 486,

Recommended Retail Price: Can
be picked up for as little as £299 for
a “no frills" machine. With top-of-
the-range 486 based clones - and the
official IBM versions - the sky’s the
limit. Look for a good EGA or VGA
model for between £750 and £1200.

IN BRIEF

Superb value if you want the ulti-
mate all-rounder, the PC still betrays
its business origins. Almost every
major software house now port their
titles to the PC but these remain lim-
ited by the constraints of the basic




(most commaon) machines — which
means they tend to be limited in
sound and graphics. Definitely NOT
first cholce if entertainment is your
preferred use for computers, or if
you cannot afford the better EGA or
VGA models (which are really essen-
tial for good games playing).

GRAPHICS

The first PCs weren't fitted with
graphics as standard but most clones
incorporate the necessary hardware
and come with a monitor. There are
three main standards: CGA - a nasty
but all to common colour display,
EGA about the lowest colour display
worth considering, VGA - an
Amiga/ST beating display; and
Hercules monochrome. EGA or VGA
which are usually only fitted as stan-
dard to more expensive machines
(Amstrad's PC2086 is one exception).
Resolution: CGA 320 x 200; EGA
640 x 350; Hercules 720 x 384; VGA
800 x 600.

Palette: CGA 8 (in two fixed sets);
EGA 64; VGA 256

Colours: CGA 4; EGA 16; VGA 64;
Hercules 2

Monitor Output: TTL RGE/RGE|
(CGA); analogue RGE (ENVGA)
Monitor Options: Vast. Many
monitors are dedicated to just one
or two modes — some have amber,
agreen or white monochrome dis-
plays - check before buying.
Sprites: None

Speed: From very slow - B088 - to
very fast - B0486

SOUND

Speaker Quality: Built-in sound is
very poor. Third-party add-on sound
boards such Roland (£380) and Ad-
Lib (£150) - which is fast becoming a
standard - provide synthesiser-guali-
ty sound through an amplifier.
MIDE: Third part interfaces avail-
able,

Stereo Output: With boards, yes.
Performance: Mot the ideal
machine for the musically bent - an
Atari 5T offers more for MIDI, the
Amiga more for software sound
purists.

HARDWARE

Disk Format: 5.25in -180/360K/
1.2Mb; 3.5in 720K/1.44Mb

Disk Price: 60p - £3.00

ATARI LYNX

Package: Lynx. Pay extra for periph-
erals and inclusive California Games.
Processor: 16-MHz 6502

Console Memory: 64K
Recommended Retail Price:
£79.99 (£99.99 with peripherals;
£129.99 with peripherals and game).
Contact: Atari PR (071-388) 9871

IN BRIEF
Designed by the man behind the

Disk Performance: Average.
Most PC owners also buy hard disks.
A large amount of PC applications
software refuses to work unless you
have a hard disk.

Keyboard: Almost as many

L

Amiga, the Lynx is an amazing hand-
held. After a shaky start, the Lynx is
daing fine and - if the rumours are
to be believed - is starting to take
off in the States. Its mast obvious
competitor, the Gamegear, lacks the
Lynx’s frills, but makes up for it with
smaller unit size and TV adaptor.

GRAPHICS
Resolution: 160 x 102
Palette: 4096
Colours: 16

TV: No

Monitor Qutput: No

Monitor Supplied: Yes - 3.5 back-
lit eolour LCD

Monitor Options: None

Sprites: Special graphics hardware
effectively treats ALL screen objects
as sprites!

Speed: Fast

SOUND

Speaker Quality: Very good

MIDI: No

Stereo Output: Yes

Performance: Four-channel, five
octave stereo sound has to be heard
to be believed.

HARDWARE

Joystick: Eight-way joypad.
Ports: Cartridge port; multi-player
port; miniature stereo headphone
jack.

SO0FTWARE

Price: £30-35.

Cartridge Memory: 8Mb
Existing Software Base: Very
smaill.

Current Releases: California Games
is a great ‘freebie’.

Prospects: Uncertain but several
new titles in the pipeline.

BUYLINES

Best Buy Price: As RRP

Second Hand Availability: Very
few

Maintenance: One year's guaran-
tee.

STAR RATINGS
Graphics: ## & &%
Sound: W& &#%
Expansion: #
Overall: # & &%

NINTENDO GAMEBOY

Package: Main unit with Tetris
game.

Processor: 1-MHz customised B-bit
ZB0A.

Console Memaory: BK
Recommended Retail Price:
£69.99.

Contact: Deighton PR (071-836)
2973

IN BRIEF

Nintendo were the first company to
produce a dedicated handheld con-
sole and now it seems everyone
wants to get in on the act. On reflec-
tion even the Game Boy was a long
time coming since the technology
employed by the display is starting
to look dated. Not to be dismissed
simply because of mone graphics —
this machine has some superb titles
and games making use of the two-
player link-up option are tremen-
dous fun (especially the superb free-
bie Tetris).

GRAPHICS

Resolution: 20 x 18 characters.
Colours: 4 grey shades.

Monitor Supplied: Yes - LCD dis-
play is lit by ambient light.

Sprites: 40 8 x 8 pixel blocks..
Speed: Fast for what it is.

SOUND

Speaker Quality: Depends on
headphones.

Stereo Output: Yes
Performance: Plays a lot better
than it looks.

HARDWARE

Joystick: Built-in 8-way joypad.
Ports: Headphone socket;dual-
machine interface.
SOFTWARE

Price: £20-25.

Cartridge Memaory: 64K
Existing Software Base: The best
for any handheld.

Current Releases: Increasing
Prospects: Excellent

BUYLINES

Best Buy Price: As RRP

Second Hand Avail.: Some compa-
nies (e.g. Console Quest) do ‘em.
Maintenance: One year's warranty

STAR RATINGS
Graphics: ##%
Sound: ## W+
Expansion: ##
Overall: &&=

NINTENDO SUPER

FAMICOM

Package: Console unit, controller
unit and Super Mario World.
Processor: 3.58 MHz 65C816.
Console Memory: Not known
Recommended Retail Price: N/A
{Japan price = £100)

Contact: Local dealers

IN ERIEF

With the weight of all-powerful
Nintendo behind it, the Famicom
can hardly fail. Although not hugely
superior to the Sega Megadrive
technically, it's the games that
impress - notably the bundled Mario
World (which will no doubt help
sales no end) and F-Zero. That said,
there are some real duffers amongst
the gems (Big Run, anyone?), but it's
still early days yet. The Super
Famicom's enormous games poten-
tial has barely been scratched.

GRAPHICS

Resolution: 512 x 512..
Palette: 32,768

Colours: 256

TV: Yes

Monitor Output: Yes
Monitor Supplied: No
Monitor Options: RGB, SCART
Sprites: 128,

Speed: Remarkable

SOUND

Speaker Quality: Depends on
Tv/monitor

MIDI: No

Stereo Dutput: Yes
Performance: 8 Channel custom 16-
bit PCM/digital.

HARDWARE
Joystick: Supplied.

ADVANCED COMPUTER ENTERTAINMENT 9T
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Ports: One big expansion port.
SOFTWARE

Price: £40-50.

Cartridge Memory: 16 Mb..
Existing Software Base: Small.
Current Releases: Lots, and plenty
more planned.

Prospects: How can it fail? Back
orders were in the millions before it
was launched.

the colour handhelds. But times -
and, more importantly, prices - have
changed. The Lynx, a technically
superior machine with some fine
games available for it. has had its
price slashed and - if US sources are
correct - is enjoying a sudden
upswing in support from American
consumers. In the Gamegear's favour
are the clout of mighty 5ega and the

potential to turn the unit into a
portable TV via a cheap adaptor
(around £50 is current estimate). But
at the moment, it's anybody's game.

BUYLINES

Best Buy Price: Grey import.
Second Hand Availability: None as
yet.

Maintenance: Take care- grey GRAPHICS

imports are rarely under warranty. Resolution: 160 x 146
Palette: 4096

STAR RATINGS Colours: 16

Graphics: # & & &% TV: No.

Sound; W Monitor Dutput: No.

Monitor Supplied: Yes - 3.2° back-
lit colour LCD.

Monitor Options: Mone.

Sprites: Not known.

Expansion: s
Overall: # & %% ¥

SEGA GAMEGEAR Bl
SOUND
Package: Gamegear unit. Speaker Quality: Good.
Processor: 3.58-MHz Z80A MIDI: No
Console Memory: BK RAM/16K Stereo Output: Yes

Performance: Three-channel PSG

Video RAM.
Recommended Retail Price: sound channels + noise channel,
£99.99
Contact: Sega (071-727) 8070 HARDWARE
Joystick: Eight-way joypad.

Ports: Cartridge port; multi-player
port; miniature stereo headphone
jack; TV tuner port.

SOFTWARE

IN BRIEF

Opinion used to be that the
Gamegear was going to be the
handsdown winner in the battle of

Price: Around £20-25

Cartridge Memory: Not known,
Existing Software Base: Small.
Current Releases: Few as yet, but
lots in the pipeline.

Prospects: Very good.

BUYLINES

Best Buy Price: As RRP.

Second Hand Availability: None as
yet.

Maintenance: One year's guarantee

STAR RATINGS
Graphics; &#wd
Sound: #drk
Expansion: ##& &%
Owverall; #&#&

SEGA MEGADRIVE

Package: Console unit, controller,
and Mickey Mouse or Moonwalker
game,

Processor: 8-MHz 68000 + Z808
Console Memory: 74K main, 64K
video.

Recommended Retail Price:
£149.99,

Contact: Virgin Mastertronic (071-
727) 8070

IN BRIEF

Excellent example of the new 16-bit
console technologies. The first
decent 16-bit console to receive offi-
cial support in the UK.

OFFERS YOU THE BEST IN QUALITY, SERVICE AND

PRICES. WE WILL BEAT ANY ADVERTISED PRICE

IN THIS MAGAZINE. ALL OUR DISKETTES ARE OF
HIGH QUALITY JAPANESE MEDIA

Probably the best unbranded disks available in the UK
3" DS/DD 100% certified error free

L TRy e £49.99

e £B49 200 - £62.998 | Sony bulk 100 disks
EI1ZA9 . B0 e
13409 LN N
] B0, i ik 1 399

LLERLHE 000, L E250.99 |

i hadinig
lables

£38.99
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- EX199
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and educational orders quoted
VIS

at very competitive prices

GRAPHICS

Resolution: 320 x 224

Palette: 512

Colours: 64

TV: Yes

Maonitor: No

Sprites: 80

Speed: Very fast

SOUND

Speaker Quality: N/A

MIDI: No

Stereo Output: Yes
Performance: 12 channel stereo
sound is produced by a custom FM
chip and sounds fantastic.

HARDWARE

Joystick: Dedicated controller sup-
plied.

SOFTWARE

Price: £30-50 (typically £35).
Cartridge Memaory: Not known.
Existing Software Base: Good
Current Releases: Lots.
Prospects: Very good.

BUYLINES

Best Buy Price: As RRP

Second Hand Awvail.: Some compa-
nies (e.g. Console Quest) do "em.
Maintenance: One year on UK
machines.

STAR RATINGS
Graphics: #&&d %
Sound: &% & & &
Expansion:
Overall: & &
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Isles of Terra

for IBM PC coming for Amiga

#3 "The
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I #2 "North Atlantic Convoys" IBM + Amiga

MED Conflict" IBM

Harpoon Scenario editor IBM + Amiga

Flight Simulations - Sports Simulations
Strategy - Role Playing - Wargames
Adventures - Sci-Fi Adventures

for IBM and COMPATIBLES - AMIGA - ATARI ST -
we IMPORT the LATEST U.S.A. RELE

Phone 081 977

EY

VISIT our SHOP in Hampton Hill
or send £2.50 for our Extensive CATALOG

Maill Order and Overseas Inquirles welcome

8088 Fax 081 977

28 D&E The Courtyard, High Street, Hampton Hil, Middx. TW12
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see that Domark have hijacked

this year's buzz word 'virtual’ and
cobbled it onto their new compila-
tion of Incentive Freescape games
"Virtual Worlds'; I'm surprised that
they didn't rename 3D Construction
Set as ‘Reality Development Tool' or
something while they were at it.
Mind you, I'm not knocking it-it's a
very impressive package and is one
of the few 'big" titles to be released-
during this long hot summer. As
such, | hope it does very well.

There are many retailers currently
facing something of a dilemma
regarding software. There have been
very few 'biggies’ released this sum-
mer and 5o sales at retail level are
somewhat depressed as hardware is
almost as difficult to shift as the
proverbial chewing gum on the
trousers. The dilemma is whether or
not to stock imported console soft-
ware, America and Japan are some
manths ahead of this country
regarding new releases and so there
is a fairly buoyant demand (facilitat-
ed by so many of the monthly maga-
zines reviewing imported software)
for these "unofficial' titles. Up until
now, individual retailers have decid-
ed themselves whether or not to
stock these titles but a new sinister

Software seller
Dirk Longhorn
trembles at the
approach of secret
Nintendo agents,
and wonders
where all the wire-
heads have gone...

card has recently come into play:
MNintendo are visiting retailers and
examining their stocks, if they see
imports they are dropping very
unsubtle hints that the retailer's sup-
ply of ‘official’ software is being put
into jeopardy by his continuing to
stock these 'grey’ imports.

At this time of year that would
probably be neither here nor there,
but we all have to have an eye on
Christrmas and the prospect of
December without an official supply
is worrying. 5o what should retailers
do? Stop stocking these titles and
turn customers away to rivals or
mail-order merchants? Or brave it
out and say 'bugger off, you bullies,
you can't intimidate me'? | wish |

knew - perhaps the solution is to
have an ‘under-the-counter’ sup-
ply....

'Have you got any more Game Boy
titles other than the ones on your
shelf?'

'How do you mean, sir?”

‘Well, Boris sent me..."

‘Right you are sir, know what you
mean, step this way...'

WHERE HAVE ALL THE TECHIES
GONE?
Six years ago, the typical customer
who came into our shop would want
one of the following:
a) an improbable lead to connect an
exotic printer {(which we had never
heard of) to a computer;
b) to see a selection of esoteric pro-
gramming books;
c) utilities;
d) help with the current program
they were writing (many an hour I've
sat with a budding programmer
helping to sort out his variables);
e} to see the latest games that had
been released:
f) to find out why their Commodore
64 games load on their friend's com-
puter but not on theirs...

Nowadays the (e) group have, like
50 many grey squirrels, virtually

SHOP WATCH

swamped the others and the role of
the computer shop in society is
changing rapidly, Whereas it used to
be the local meeting place for all the
wire-heads, it is now much like a
record shop with programming
teams’ latest masterpieces having as
much impact (and, unfortunately,
much the same shelf-life) as the cur-
rent hit parade favourites.

But, one of the great unanswered
- unasked even - questions of our
time is "Where have all the wire-
heads gone?'. What happened to all
the people | used to DiMension
arrays for? The ones who had trou-
ble with their floating points?

Hawve they all gone on to become
ace programmers, or have they
‘grown up' and lost interest? Who
knows?

Finally, Dixons are very firmly
embracing the new generation of
consoles, aren't they? Their new cat-
alogue has the first fourffive pages
devoted just to consoles and their
computers (indeed the cover of the
'mag' shows four players crowded
around a Nintendo having a four
player game of....Super Mario
Brothers! Oh well, who can compete
against that?

® Dirk Longhom
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+ ASAT (AVIONICS SITUATIONAL AWAREMESS
TRAINER), combat flight simulator for the US Air
Force by Perceptronics. Uses Falcon software by
Spectrum Holobyte/Mirrorsoft. Features include:
networking for multi-player action, tactile feed-
back and fingertip weapon selection. [ACE14]

+* BATMAN DIGITAL JUSTICE is the world's first
interactive hypercomic by Pepe Morena. “Digital
is the art medium of the future.” [ACE30]

* BATTLETECH, “the world's first complete com-

100 apvanceD COMPUTER ENTERTAINMENT

Here's a checklist of top-
ics covered in some of our
older issues - for a com-
plete list of available
issues, telephone 0858
410510 for more
information...

puter simulation for play”, featuring multi-player
cockpits equipped with 40Mhz 16 million colour
graphics processors, stereo spatial sound and life-
like controls as you command 315t century Mechs.
[ACE28]

* CD-| (Compact Disc Interactive) is destined to
become the entertainment and education medi-
um of the 90%. [ACES/21/22/24/32/33/35]. Check
out Issue 30 for multi-media principles (hyperme-
dia in particular) and issue 24 for a preview of the
Philips CD-| system.

* CDTV, Commodore's attempt to bring multi-
media to the mass-market. An Amiga with built-in
CD-ROM drive and CD-audio capability,
redesigned to look like a VCR. [ACE34]

* COSMIC 05MO, the world's first hypergame -
courtesy of Cyan Software/Activision. Check out
issue 23 for the first review, issue 24 for a feature
on hypergames, and issue 30 for general hyper-

mdia coverage. New Osmo CD-ROM version fea-
tured in issue 36,

* FLARE TECHNOLOGY, trio of talented
Cambridge-based games hardware engineers.
Their custom-designed Flare One micro formed
the basis of the Konix console. [ACE11]

* FUJITSU FM TOWNS, a 32-bit 16 million colour
computer with built-in CD-ROM drive. If you
bought ACE 31 you could have won one! [ACE27]
* HYPERGAMES like Cosmic Osmo and Batman
Digital Justice are paving the way for CD-l enter-
tainment. [ACE24/30]

+ INTERACTIVE VIDEO TAPE, an alternative to
CD-1. [ACE286]

» KONIX CONSOLE, a powerful British console
with revolutionary built-in joystick controller
which could change into a steering wheel, motor-
bike handle or aeroplane yoke. Ultimately failed
due to a lack of marketing money. Rumours sug-
gest a new buyer is interested. [ACE18/25]

* LIGHTSPEED SPRITES, three researchers from
Carnegie Mellon University, USA have developed
an algorithm enabling them to generate graphical
simulations of objects seen travelling at 99% of
the speed of light. [ACE34]

* MEDIA LAB, Boston-based research institute
with one simple brief - invent the future. People
at this Massachusetts Institute of Technology (MIT)
facility are working on computer generated holo-
grams, interactive computer newspapers and vir-
tual reality man-machine interfaces. [ACE9]

* NEQ-GEO, the arcade-based games console
from SMK in Japan, with storage capacity for
64Mb games cartridges and |C card capability.
[ACE32/34]

* RENDERMAN, the unique 3D graphics system
by Pixar which creates polygons with photorealis-
tic detail. [ACE35]
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M you’re an Amiga or ST owner
you can’t afford to miss this!
Just look at these prices!

Amiga ST Amiga ST

GODS 1699 1699 MEGATRAVELLER 2099 2099
B.T.T.F.1III 1699 1699 PRINCE OF PERSIA 16.99 16.99
BRAT 1699 1699 SWIV 1699 16.99
JAMES POND 1699 1699 F-15 STRIKE EAGLE 2099 20,99
ELVIRA 2099 2099 SWITCHBLADEII 1699 16.99
NARC 1699 1699 HEROQUEST 1699 16.99
NAM 2099 2099 STORMBALL 1699 16.99
TURRICAN II 16.99 1699 ARMOUR-GEDDON 1699 16.99
TOTALRECALL 1699 1699 CHUCK ROCK 1699 1699
ROBOCOP I 1699 1699  SPEEDBALLII 1699 16.99
LEMMINGS 16.99 16.99 SECRET OF
BILLY THEKID 1699 16.99 MONKEY ISLAND 1699 16.99
FLAMES OF GAUNTLET IlI 1699 1699
FREEDOM 2099 2099 MIG-29 2299 2299

NB. This list is just a small selection. We have a full catalogue
available.

Please send your order together with a cheque or postal order

(including £1.00 p&p if ordering less than 2 items) to the following
address:

SMG Software, Red Court,
66 Mill Lane, Herne, Kent, CT6 7DP.

Tel. (0227) 374761 Fax. (0227) 740487

UNIVERSAL SOFTWARE

"WE ARE SIMPLY THE CHEAPEST AROUND"
SEGA MEGADRIVE + TEL : 0480 63648 or AMIGA "CARTOON
PSU + JOYPAD 62012 CLASSICS" PACK (1
(PALOR SCART) WE ARE OPEN 7 Mega Upgrade)
T DAYS A WEEK £339.99
Please note : All machines carry a one year guarantee and prices inc P&P and VAT All
orders are sent with invoices (receipts) for proof of purchase
MEGADRIVE Inc Game .................. E119.99 SUPER FAMICOM Inz 1 Game.................. £230.09
MEGADRIVE [UK} Inc World Cug..._......... £124.80  SUPER FAMICOM inc 2 Games.................... £260.99
SEGA GAME GEAR (UK) ..o £64.99  GAMEBOY (LK) inc Tetris L]
COTV & Lemmings................. £504.98  ATARI LYNX “Bare bores Pack® ... £B4.048
NEU-GED + JOYSTICKS + GAME o E327.00  SEGA MASTER SYSTEM INC GAME......... £49.99
ACCESSORIES
Pro 2 Joypad Rapid Fire......................E10.99 Pro 1 Jaystich. ... .o e e B 15,99
Japanese Converior ............... L1088 8 Bit Convertar IR - N
Arcadae Powear Stick R, v 1+ -] SinTJowstio ..ot s e LE23.99
Lynx Cig lighter adaptor............cccere0 £8.99  Lynx Kit Case................. e 212,98
Lynx Pouch ..................... v EBU98 Lynx Sumvisor + Scratch shield ... E5.49
Power Supply Unit for Lyne._............£10.99  Comlynx Cabde for Ly, PPN s .
MEGADRIVE GAMES [LIK) Wondertosy T MEe Pt Waord 1848
At 3 a7 o0 Zany Qol i 3150 ] 1E.48
Arnicds F Gl 2699 LYNY GAMES |UkK) Shinoks 5,48
Arrgrw Fiagh D60 Bus Lighting M ‘Wonderboy 1840
Bt Squadios 31.50 Chips Challengs 2099 Sropar Maras 0GP 16.43
Block Ciot 3150  Eectmoop 2058 GAME BOY GAMES [UK)
Budokan 2289 Oae of Jandocon 20599 Aldlary Wiy 16.43
Crack Down E 00 Gauret 3 2259 ballon Kid 1848
Diicks Tracy 31.50 Hlax 20 99 Elaiimi 1G4S
ESWAT ] Ms Pacman 2254 Barme Fighter Deduse 1648
Friry Tals Assatiee 31.80  WFL Foolball 2258  Biobete 1645
Clhesis ared Clhoets 3400 Paciard 2 CFsasrirms| o 1645
ioiden Am .0h B oy el [Dicasbie Oragon 18 4%
Hard Ball 3150 Rampags fecll 1] [ Wlaria 1645
latda 2400  Fosdbiasiors F00 Pt Dude 1849
JB Couglas Bexing MEs  Fobosguash 2089 Cargoives Cuss! 16 A5
Jdorr Mucidens Footg] 1,50 Flygar Fe ] il 1649
Xings Bounty na Scrapyard Dog £2.99 G0 Go Tank, 1648
Wlickuy Mome I 53 Sranghsl L] ¥irg o e Zoo 1649
Mlight amad Mage: 21 40 e Wodd .08 ¥ ik 1548
Oemniaught 31 50 Windicatons nm Mirendo ‘Worid Cup 1848
BEA Tour Gl 153 War Birds 2299 , Chin 16,45
Phanimsy Siwr 2 ! S50 World Cup Boocar k-] Aadap Missi 1648
Ravangs ol Shingts 26 .99 Xenoprobe 0.5 Ravengs of gator 16.48
Sraudorw Dancar 2659 Hyitents 24 A Ty 1548
Shar Sonkg 51 50 Hnja Gasden FrE ) Side Pocket 140
Syider 36.00 GAME GEAR GAMES [UK) Cuar St 16.48
Supar Monaco GP 3808 Columna & WAS  Spdeman .. T
Swwnd ol Versilinn 3600 Dengens Crysial 1045 Sipat e Workd G B4
Sonic i Hodghog 26,00 {5-Loc 1845 Tanna 1HAR
Trusion PE.00 Tiaiden Are 19439 Wigars and Wrions 1648
Turrican 31,50 Wazhary Miouis 18459

Please make cheques / PO's to Universal Software, 3 Fairfields Cresent,

St.ves, Huntingdon, Cambs. PE17 4QH

ARCADE GAMER

Trading World Shopping Centre
131 Broadway, Bexleyheath Kent DA6 7HE
*SHOP : Tel 081-298-0226
Open Mon - Sat 9.30-5.30pm

VIDEQO GAME SPECIALIST
In store demonstrations
"YOU'VE PLAYED THE TOYS
NOW PLAY THE REAL THING"

POWERCADE

Home Arcade Machine
Runs Arcade Games (PCB's)

Only £307 includes delivery.

PCB's from £50.00. We buy and sell PCB's.

We obtain almost any PCB to order.

Selection of PCB's in stock:

Ex s TR b o, e i i o
Mustang (UPL)............ccoo..
P*47 (Jaleco) .......cceenene
SRR e A e S et S My 5oL, A e e e
Robo Cop (Data East) ................
Saint Dragon (Jaleco) ......
Salamander (Konami}...........co.cocvvinerns
Sile ArmE (DM ..ot i S
THUNGBTIOSE (KONAITE —.......o.. e b e S
Turtles (Konami) ...................
Vulcan Venture (Konami)

We also stock :

*SEGA 16 BIT MEGA DRIVE *

*SEGA MASTER SYSTEM"®

“SEGA GAME GEAR*

"NINTENDO SUPER FAMICOM®

"NINTENDO ENTERTAINMENT SYSTEM®

Plus games and accessories for above machines

"NINTENDO GAME BO!
*PC ENGINE

*PC ENGINE CD RO
*ATARI LY

*SNK NEO GEQ

ACCESS

MASTERCARE
EUROCARE

O R R R e e R R R R R p R R R ERE

Mail Order welcome : fast delivery
Farsonal callers : even faster delivery

Whether you are buying
or selling - look no
further than the Pink

pages.
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For further information on
advertising call Tina Zanelli on
071-251-6222 Ext 2483
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STOP PRESS...STOP

PRESS...STOP PRESS
The October issue of ACE will beft
on sale at the ECES at Earls |
Court 2 (6-8 September)
Look out for us at the
Emap Images stand!
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SEGA MEGADRIVE

 Sega was a man, he would be walking around at

the moment gleefully rubbing his palms together
and beaming a fat, smug, self-satisfied grnin. Rather like
the person everyone thought was class weed suddenly
furning into a hero and publicly biffing the school bully
on the nose.

You see, at the June CES Show in Chicago Sega
managed to upstage Nintendo's launch of their Super
Famicom with a wealth of very impressive titles and a
host of new third-party licensees. People were sur-
prised. So were Nintendo, who were expecting their
relentless war machines to roll on unchallenged.

Adding an extra push to the Sega offensive is the
fact that Megadrive ownership in the States recently
scorched past the 1,000,000 mark, and is stll nising
fast! Why? Well, there's a lull in the marketplace - impa-
tient Nintendo owners who are getting bored with their
Ebit NES and want to experience 1&-bit gameplay are
being seduced into taking a stroll down Megadrive Road
by the fact that Megadrives now cost only £50.00 {with
Altered Beast and another free game of your choice)
and that they can buy it now, rather than waiting until
Detober for the Super NES!

id you watch Meighbouwrs last month when Paul

Robinson's micro was invaded by one of those
nasty computer viruses. What can you do if your PC
cafches a dose of digital disaster? As Josh isn't avail
able fo cure such problems in reaHife, those very nice
people at S&S International have stepped in with an
alternative solution,

The latest version of Dr Alan Solomon's Anti-Virus
Toatkit apparently tackles over 650 viruses and their
variants. | never knew there were this many strains of
potential pain, a frightening thought isn't it?

“Severe viruses work covertly, typically by swapping
arpund very small elements of data files so the unpro-
tected user remains unaware of the infection for a long

p period of fime," reveals Or Solomon. By the time a virus

15 discovered, few people are likely to have back-ups
going back far enough to restore completely clean data

AntiVirus Toolkit costs between £59 and £275. The

L more expensive price is primarily for business types
" who want the piece of mind provided by monthly
'-: upgrades, newsletters and fax alerts. If you feel a ittle

On the software front, there's Ioads of new stuff in
the pipeline. Qodles, it would be true to say. Want a
quick run-down? Oh, all right. ..

First off, there's Berfin Wall (Kaneko) and Turbo
Outrum (IDG's very promising conversion of the classic
race game sequel). From Ballistix there's Test Drive
(more high-speed marque malarkey), Onslaught (crud
conversion of the cruddy flop Amiga game), Mike Ditka
FPower Foothall (American style, that is) and Turrican
(multidirectionalty scrolling arcade adventure-cum-shoot
‘em up starring a robat).

Electronic Arts are releasing Road Rash (motorbikes,
violence and high-speed action), lce Hockey lice, vio-
lence and high-speed action), Star Flight (none of the
above), Earl Weaver Baseball {yawn-o-rama) and Rings
of Power (RPG fun ‘n’ laffs, if you like RPG fun ‘n’ laffs
which personally | don't) and they're also doing
Psygnosis’ Kiling Game Show and Shadow of the Beast
(they look just like the Amiga versions, but hopefully
won't play the same).

Mew development house, Dreamworks have Jesse
“The Body" Ventura Wrestling Superstars (order that
after closing time!) and Trampaofing Terror (sounds like
toss, but it's quite a hoot, and Tengen are lning wp a
veritable goodie-bag of gonad-grabbing conversions
including Pitfighter, Ramparts, Ms PacMan, Paperboy,
Pacmania and Roadblasters.

Flying the flag for Britain are Mirrorsoft, who are cur-
renthy working on Speedball N (dead impressive) and
Battle Master (dead dull). Sega have a pile of stuff,
including Toe Jam and Eari (a “breath of fresh ar video
game” that's about as challenging as bursting out of a
wet paper bag)

Soit's all happening on the Megadrive front!

JULIAN RIGHALL

unprotected, call S&S International on (0442 877877).

Remember, pirated software is the easiest way to
infect your software collection. Play it safe and stay
clear of dodgy backstreet dealers.

Despite enormous success in Amenca and Japan,
baseball has mever really taken off over hiere. A lack of
popularity hasn’t stopped Electronic Arts launching
another baseball game endorsed by Earl Weaver. What's
new, then?

For starters, this sporty simulation comes with vari-
ous camera views of the onfield contest, large fully ani-
mated characters and a 'physics model that recreates
realtime baseball'.

The impatient programmers at Electronic Arts have
also included a guick-start feature to get you into play
within thirty seconds. Prospective players shouldn't get
too carried away by VGA visions of arcade action, the
emphasis in this sequel flows more towards the strate-
gy side of things.

Oh, | nearly forgot. Tom Selleck, alias TV private eye
Magnum, is starring in a new baseball movie to be
released next year.

Cowabunga is out, Have a Cow is today’s current
catchphrase. Yep, America's latest cult cartoon charac-
ters are currently being shown on satellite television,
printed on T-shirts and signing chart-busting rap songs.
The Simpsons are set to hit the poor PC...

A leading Canadian software development outfit has
been commissioned to write not one but two games
based around this year's replacement for those teenage
turtle thingies. Konami asked DSI, developers of Test
Drive and 40 Boxing, to get cracking on an original
arcade adventure title called Bart Simpsons’ House of
Weirdness and a conversion of the newly released
Simpsons’ coin-op.

In the arcade release, players have the choice of

pink pages

DIRECT
LINE

To YOUR micro...

Monthly machine specific
columns for the users of
the seven most popular
machines, written from a
personal viewpoint by
other users...

controling Homer, Marge, Lisa or Bart in a mission to
rescue baby Maggie who has been kidnapped by crooks
in pursuit of a stolen diamond. Using household gad-
gets like a vacuum cleaner, skipping rope and skate-
board, the family fend off the thieves and save Maggie.
The Simpson's arcade game is packed with humour and
big bright colowrful graphics. Pop along to the local
coin-operated wideo game emporium for a sneak pre-
view of what's coming to your machine.

With the clout of being possibly the world's largest
producer of entertainment software, Konami has enlist-
ed the help of Simpsons creator, Matt Groening, in
bringing Bart's cult character and pernicious personality
to life.

House of Weirdness begins as Homer grounds Bart
to his room until he is ‘ready to act like a human being’.
There's litthe chance of that, eh readers! To escape his
tragic confinement, Bart tries to find a way out through
the hallway, closet door and bedroom window. He must
enter each of these routes to find some essential stuff
that transforms him into the radical "Bartman: Avenger
of Evil'. Only then will Bart be prepared for the base-
ment, backyard and the ‘coalest item in the universe'.

“Bart Simpson has guickly become an entertaining
character and a symbol of rebellion and radical humour
for both children and adults,” says Konami's Brian
Dimick. Both titles should be available in time for Xmas.

Warthog is winging its way back! Flushed by their
success with the reformed re-releases of older games,
Dynamix and Sierra On-Line have devised an upgrade of
their ALQ flight simulator. Tank Killer Enhanced 15 avail-
able to registered owners of the original game and
comes with improved graphics and animation, new flight
modeling for added realism, and better support of
sound cards and flight yokes..

* Rilk Haynes
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o you need an allinone broadcast studio with

digital effects, dual frame buffers, character
generator and 30 animation? Have you got 53,995 to
spend on such a device? Answer yes to both these
questions and you should be thinking about purchasing
the critically-acclaimed Video Toaster from Amiga graph
ics specialists, NewTek Incorporated.

Being situated in the sleepy mid-west state of
Kansas hasn't prevented NewTek™'s engineers from
devising one hot piece of gadgetry. No wonder the
Video Toaster took them over four years to develop.

The New York Times says Video Toaster is the equiv-
alent of a 560,000 TV studio and USA Today believes it
makes an Amiga act just like a Hollywood production
studio. High praise indeed, but what does this wonder
widget actually do? For a start you can create animated
videos in full broadcast resolution and 16.8 million
colours. Video Toaster pumps out fades, digital trails
and tumbles like there's no tomarrow. Yeah, that's a lot
of vision in anybody's language.

MewTek's LightWave 3D Animation software helps

uly's Olympia British Music Fair (or International

Music Fair as it is now known in an attempt to
broaden the range of exhibitors) is usually the launching
point for loads of new music software.

This year, though, there was hardly a computer to be
seen; major distributors like Evenlode Soundworks and
Zane failed to appear, and the remaining exhibitors
showing loads of updates but very little in the way of
new product,

Good news came from distributors MCMXCIX, whose
entrydevel ST sequencer Trax has now been ported to
the PC, Amiga and Mac,still costing only £59+VAT,
Encore, the powerful Mac notation program, has been
ported to the ST and PC; it can record in real- time or
step-time, transcribe MIDI files, and support 64 staves
with 4 woices per staff. Cost is £369+VAT.

New from Opcode is Track Chart, for all formats, a
studio management program providing the engineer
with on-screen mix information which can be locked to
SMPTE. Printed track sheets can inchude information
such as song titles, track names,

you produce special visual effects including flying logos
and fog, Plus, there are many more sophisticated
graphics tricks such as ‘fast photorealistic rendering
with adjustable anti-aliasing’, 'particle systems with vari
able motion blur' and ‘realtime scene preview with jog
shuttle control'. | don't know what this stuff does, but
they certainly sound impressive.

You can phone NewTek on (0101-913-354-1148),
Tell them ACE sent you and they might say, ‘Gee, | love
that magazine'.

Konami and Mirrorsoft are about to unleash a stock
car sim endorsed by a big cheese on the NASCAR rac-
ing circuit. Winston Cup Champion Bill Elliatt helped
design the ‘ultimate driving experience’ complete with
authentic pit stops, duels for pole position and 200mph
spin-outs. All this reminds me of Mindscape's Days of
Thunder - not a very good omen.

The trouble with stock car racing is that it's all pretty
boring until a crash happens. Konami has tried to nject
exciternent into their release through the implementa-
tion of a first person perspective view of the track and
builtsn car editor. Here you adapt your beast by adjust-
ing gear ratio, spoiler angle, tire stagger and transmis-
sions for the hairpin turns of Sears Point or the high
banked ovals of Daytona and Talladega. If you really get
into the game, there's a Gameboy version for players
who want to fine-tune their stock car skills on the way to
work every moming. :

To make you feel green with envy, Konami in America
has just run a brilliant competition to meet Bill Eliott,
witness the 1992 Daytona 500 and win a sporty Ford
Thunderbird Super Coupe. The finalists are due to play
the NES adaption of Bill Elliott's NASCAR Challenge |ater
this year - where they'll compete to capture the flag as
well as the Ford. Now that's what | call a prize! How

comments, start times, track groups and virtual tracks,
and while playing Track Chart can trigger user-defined
MID| messages. Cost is £139+VAT,

Sound Technology's C-Lab display featured music edu
" cation programs Aura and Midia, together with the long-
awaited cut-down version of the Notator sequencer/
music transcription package,

Notator Alpha was The most striking product of the
Show, though, had to be Philip Rees' G2 MID| controller.
This phywood-bodied, polymer-coated MIDI controller
looks like nothing so much as Mr. Spock's Vulcan harp.
With six velocity-sensitive piezo pickup plates mounted
where the strings of a guitar would be, the G2 has
twelve button on the neck, which can be programmed
to produce any note from a “strummed” plate. A knob
on the end of the neck and the LCD on the body allow
you to store forty “necks" of chords, giving a total of
480 chords. A thirteenth button on the neck calls up
new programs, and a pressure-sensitive plate on the
bady allows you to introduce performance effects such
as pitchbend.

In conjunction with an ST running a sequencer pack-
age, the G2 would form a powerful programming sys-
tem; it will be available from around October at just
over £400,

Mot seen at the IMS, but launched a few weeks earlier
at the trade-only APRS (Association of Professional
Recording Studios) Show, was the K-AT from Friendchip,
to be distributed in this

country by Q-Logic, the inventors of the MIDI Metro
visual timing display. The K-AT is a remote controller
designed for software sequencer users; it plugs into the
joystick port of the ST, and is supported by desk acces
sory software which lets you assign any of the 14 avail
able control functions to any ST key, so you could

about something similar in the UK?

Disaster struck Kevin Bulmer, creator of Terminator
2 for Ocean, when thieves broke into his house while he
was on holiday last month. These tiresome troublemak-
ers ransacked the place and stole Bulmer's Amiga-
based development kit, including a hard drive full of pro-
gramming routines which are useless to anybody but
poor Kevin. Luckily this unfortunate situation hasn't
affected the release of the game, Good job really, con-
sidering the movie is breaking box-office records in
America and is due to open over here later this month.

Mo typing is required in King's Quest V so fantasy
RPG lovers can concentrate all their precious thoughts
and reflexes on exploring gloomy dark forests and vast
mountains in search of the royal family of Daventry, For
the past year, Sierra On-Line has employed some of the
very best programmers and designers in the USA.
Games like King's Quest V are proving the prudence of
this recruitment scheme, :

Desktop pilots after some plane facts should look no
further than The Official Lucasfilm Games Air Combat
Strategy Book. Phew, what a mouthiull Authors Rusel
DeMaria and George Fontaine have plenty of hot hints to
Battlehawks 1942 and Their Finest Hour: The Battle of
Britain. Even the Secret Weapons of the Luftwaffe have
been dissected for your playing pleasure.

Without repeating any information already found in
the manuals, DeMaria and Fontaine provide new insights
into the historic air missions and the people who flew
them.

The air strategy guide teaches you the special flying
manoeuvres used by pilots in battle, explaining in step-
by-step detail how to fly your plane through the tricky
acrobatic moves of the skilled combat pilot.

+ Gary WebbACE

for instance select sequencer controls for
Record,Play/Stop/Punch-n without being anywhere
near the computer. Cost will be around £65.

Also on the way from Friend-Chip are MiniMa's, 2 124n
15-out MIDI patchbay; and SMX 900, an expandable
version built up from 8-out units. The function of a MIDH
patchbay is to allow you to route different MIDI con-
trollers - a sequencer, drum machine, keyboard or MIDI
drum pad perhaps - to a number of MIDI sound mod-
ules. They're invaluable in a large setup, but tend to be

expensive and fiddly to use, The Friendchip products,
though, are MIDI-controlled using Super Ma'x, an ST
software accessory which uses a series of pro-
grammable gird screen displays which can be called up
from your sequencer program, re-routing your equip-
ment as you play! Prices have yet to be confirmed.

Another good bit of 5T music news is the return of
Hybrid Arts after a period in the distribution wildermess,
SMPTE Track, GenEdit and HA's other MIDI software
packages have finallybeen picked up by Digital Music,
New versions in the pipeline include Edit Track Gold
V6.0 and SMPTE Track Gold V6.0 for the

ST, at £129 and £395 respectively (with an upgrade
path offer from Edit Track Il and SMPTETracklll; and the
latest wersion of the generic patch editor GenEdit, at
£179 for the 5T.

Digital Music's most interesting new launch is an
unusual product from Scorpion Systems; *sYbil* isn't a
sequencer or algorithmic composer as such, but a real-
time MIDI program for improvised performances. Taking
simple melodies from a MIDI controller, sYbil can turn
them into multitimbral chords, complex melodies,or
even program change commands. The package is avaik
able at £99

SCHRIS JENKINS



PREMIER MAIL ORDER

We are on stand No 124 at the 16 Bit Computer Show. Titles marked * are not yet avatlable and will be sent on day of release.

Please send cheque/PO/Access/Visa No. and expiry date to :

Dept AC07, Trybridge Ltd., 8 Buckwins Sq., Burnt Mills, Basildon, Essex. SS13 1B].

P inc. UK on orders over £5.00. Less than £5.00 and Ewrope add £1.00

per item. Elsewhere please add £2.00 per item for Airmail. These offers are available Mail order only.. Telephone orders: mon-Fri
Yam-7pm. Saturday 10am-+4 pm. Fax orders : 0268 590076. Tel Orders : 0268 - 590766

Please state make and model of computer when ordering. P

GAME AMIGA GAME .‘” \ t.illll { [ A
147 30 Snooker *..................16.99 Ford 98 Rally * S |- G 1699 | Populous .......... 16.99 16.99 OFFERS
3D Pool SRRy - - DO - Fun School 3 5-7...............16489 .. ... .1699 Populouws Pr Jn1|EHI:I'Ldnl:! 789.....788 ONLY
30 Construction Ki .............26.99 3299 | Fun School 3over7............16.99.... 1698 | PowerUp....................19.99 19,99 ) ;
1/2 Meg Upgrade .. ssnias® e 20.98 | Fun School 3 under S............16.99 ........16.99 | Prince of Pershia.................16.99 ... 16.90 £8.99 EACH!
"2M9§|L|:rgradewuh cl:u:k 26,99 Fun School 2 (6-8) e 13.89.........13.98 POWEIMONGAT ... cvonremremrenian: 15,98 19.99
A-10 Tank Kilber {1 '-'lliﬂl s s 2098 | Fun Sehool 2 (over 8)............ 13.99......13.99 | Prehistorik * v 1699 .. 16,90 Flood ST & Amiga
kﬂEl::urrlalr E'QEI...... .6.99 Fun School 2 {under &) 13,99 13.99 Prodalor. ... amsms stimsiasisindBeTB ermars0L BB Projectyle ST & Amiga
Adrican F|au:|ers....... . 6.99 6.99 Future Wars o, 1 - To— .- Predator 2..........coemmsinmmriarees 1698 16.99 Bud Ir. Landea
Air Dyl * ........ 22.99.....22.98 | Gaunet 3" ..o TBEE 16.99 | Projectyle B85, Bo% i ARy
Assault on Alcairaz * wABEE L IEDD | Gods. e 16,88 1600 | Puzmic 16.98 ... 16.98 ]“"""'"".Ft"r Amiiga
o T OO | . - - | Golden Axe.. 16.99........16.99 Cuattro ﬂ.rcada 9499 6049 Fr:rrur| Formula 1 5T & Amiga
e R e R 20.98 | Gunship T 14.98.......14.89 | Cuatiro Sports.... 9,99 9.99 | {|Starflight 5T & Amiga
Amosz 30 * sniesassrisnanns® s .89 | Gunboat* s 16.99........16.99 | Raliroad Tycoon * 2298, 2208
:;ﬂEIJSCI:Irﬂp'Hr... —— — - 5 R S TR T vemene 19.88 | Rainbow Islands ..................13.98 .. 16.99 T s T a——
U 5.59 6.99 | Hilchikers GUide ..................7.88........7.89 | Red Storm Rising 15.99.........15.99 T .Y 'THS
Arachnphobia ° ~16.89......16.99 | Hill Street Blues........... 16.99.......16.99 | RedBaron*_ . . . - . 28990 FHIS MONTHS
ATBOORE 2 ...............0.o0sersonren .08 B.99 | Hollywood Collection...........19.99......19.99 | Reach for the Skies * 16.99.........16.99 EXTRA
Armoe - Geddon...............16.88.......16.88 | Haroesquest........................16.09 16.99 | Realms "o 1988 . ...10.00 e i
BA.T.. 26.99 19.89 Horror Zombies ..................16.89 ... 16.99 R-Type... 6.99........688 PFI(]. WIEE
Eal:km hc"uuraa . 16.98........16.99 | Hunter® 16.99 16.99 F|T:,r|:k'=|2 e 16889 .. 16,080 SPECIAL OFI ER
Bards Tale 3................ - 16.99 Hydra peris e VB8 L 16.80 Robin "ir"n"ls.Cr'-:knﬂ' 16.99 16.99 IH{I‘I.' I'i'llll._"“i _-\“h-
Batman Caped Crusader........6.99........699 | K+ ... rrerin B0 i 690 | FOBOCOR " i 1B L 1008 #E il
Battle command.................16.99.......16.98 | indy Jones Atlantis Adv *.....19.99.......18.98 | Focket RENGEF ...............7.89 .....7.89 AMIGA
Battia of Britain 18.99........19.99 | interceptor, Robozone * 16.99........16.98 FEL 7
Beastbusters © J6.89..... 1699 | Incanapols 500 . ... e 1 6L Fotator * SRR, | X - - T, [ 4 - (ONLY
Birds of Prey - 2609, ....2699 | Int Soccer Challenge ..., 16.99 16.98 | Rick Dangerous 2.................16.98.........16.99 i |
BloeMax .......................1999.......19.99 | K came from the Desert Data cenee-3.98 | Rise of the Dragon * 26,99, 26,99 t" Il i)
Billy the 1Gd * ............ 16.99 16.89 | it Came from the Desert (1 Meg) .............14.98 | Rocky Horor Show * 16.99 ... 16.99 ;
Big Gam Feshing * L1685 1689 | K Came from the Desert Ant Heads 19.92 | Robocop 2. e 16881690 | S
glanu WamOr * ..o 16,98 ... 16.89 | Jack Nichlaus Extra courses ... ............... 9.99 | Searchforthe King® ............24,99 R — —
e 16.99.......16.99 | Jack Nichiaus Godf.......... 16991699 | Secrets of the LuftwaMe *..................19.99 P TERY
Budgkan st s B-98 | Jahangir Khan Squash 16,99 16.99 Secrat of Monkey Is.lar*d......lﬁ.‘.’-]!ll.. v 16,989 H{ h[ I\L {”-' I-‘ I‘J“H
4D Baxing * ........ : 16.99......1699 | Jungle Book.. Bo0. 688 | Shadow Dancer L16.89.......16.98 AMIGA
Emaﬂlgsm ey ~19.99.......19.99 | Jack Nickiaus unlimited Golf 19.89 | Shadow Sorceror* R | | i 3
L] ant f'1|C‘ 699 6.99 Judge Dredd...........cococe.. 13,88 13,09 Shuttle * .18.99.......18.88 ') O ] ; '
Continental Circus ... -.B.84. . .. 6180 g e e - 7.89 Silant Sarvice ..o 998 800 t j- JJ fa-‘l H-
Lrazy Cars .....ovemevimian 5.99 6.99 Kick Of 2 U, |- S A - Silkworm 699.......699 Nigtshifi
Crime Doesn Pay * L1899 1699 | Kick O 2 (1 MEG) ...ooosrssorenrsm oo 1466 | Sim Earth * o y90o. 1900 MNigtshitt
Cavadar... AN -16.599 16,99 | Killing Cloud * 16.99........16.99 | Skull and Crossbones ....... 16.94 16.99 Gremlins 2
Ga;:liwerdma Dmk ; 994.....9%88 KO 2 Super League * .............9.98 . ..990 Space Ace 26.99.......26.89 3 s 7
gm"w 1689, 1698 | K.O.2 Final Whistle................8.089 .....6899 | Speedbalz .. v VBB 16.98 Sword of Sodan
enturion.. w1698 | K02 Giars of Europe *.........7.99 7.99 | Speedball ..........cccoveerrerrerrerr 709 v .00 . T waln
Chaas St'ﬂl.Es Back. — - 16,599 K.0.2 Return of Europe 7.89.......7.88 Stratego * . 16.99 16,99 £dk ML Kraken
Chase HQ 2............. 16.99....... 1698 | K.0.2 Winning Tactics ... 588 ... 599 | Sirip Poker 2 e B89 ... 590
ghamnlv"Sﬂ"f'rr‘-'ﬁ:‘MEg:---------- 2198 | Knights of the Sky * 19.99 19.99 | Strip Poker 2 + Data..............5.99 ... 6998
huck Aock......oooonvo . 12.99 1299 | LastNinja 2 ., B.59.......588 | Ster Fighl... ..o 180 7.98 AR T L O
Chuck Yeager ., 16.99.......16.98 | LastMingad"..................1680 . 1690 Rmthgh: Hint Bx I S .]{)\ .{\ I l{l\n"ﬁ
Codename lceman (1Mg) ........- ... 2698 | Leisure Suit Lany 2 19.99 2699 | SUPBICAM ... .98 6.99
Galonels Bequest (1Mg).......... ..co........ 2699 | Lpather Goddess.................7.99........7.99 | Supercars 2 e 1689 ... 16.98 Quickjoy Jetfighter
Commando War *.................16.80, 16,99 Legend * 16,99 16,98 Super Monaco GP................. 16,98, 16,99 10.99
Canquest Camelat (1Mg) 2698 | Loisure SuitLarry 3 ............26.99...... 26.9 | Supremacy 19991990 ;
Carparation . ceerenieenene B89 ... 998 | Life and Death .. 16.99 16.99 | Super HangOn......................5.99, 6.59 Cheetah 125+
Learparation 5319 Dﬁ“ 4.99.......4.98 Licance to Kill .......................6.808 ... .. 699 Swiv .., L1689.......16.98 6.99
Cricket 1 Meg mssissimsineie S sasarieneerns 188 | Lomberd Rally .......... 639 6.99 | Swilchblade 2. ... 1680 1698 y
Cricket Captain..................... 16.99 1699 | Loom ~19.89.......18.89 | Terminator 2 * il 16.99 16.99 Comp Pro Extra
Gra_at.lres' o 18.99.......19.98 Laord of the Rings * S e, |1 | Tast Drive Compilation L1988 ........15.58 14.99
Cruise for & Corpse * «1688....... 1688 | Lordsol Chaos...................1699,. . .09 | Team Suuki e 16,98 ... 16.08 .
Cybereon 3. 16.88 ... 1688 | Lost Patrol .........., 1699 6.99 | Team Yankee.................19.99. . ...10.99 Quickjoy 2 Turbo
Cursa of Azure Bonds {1 Mg)19.99 ... 19.99 Magnum 4 e 1688 16859 Teenage Mutant Turtles......... 16,99 16.99 800
Darkman * ... 1689 ........18.89 | Magantic Scrolls Coll * .18.987.....18.89 | Test Drive 3 S ] !
Das Boaot, v 18881888 | Man Uid Ewrope....................16.00 16.89 | Thunderhawk * 18,80 ......10.08 Quickshot 3 Turbo
Detunder of Crown..................7.98, 7.99 | Masters Goif * w1998 ... 1988 | The immortal (1 mflq e 16,98 6.99 8.99
Deutros © ... 699 ........588 | Masterblazer............... 1699 . .. 1699 | Toohin : 898 ... 609 -
Double Dragon..................5.99..........6.99 | Mega Lo Mania * 16.99.......1699 | Toki oo 16.99......., 16.99 Sega Control Stick
Daluxe Paint . 3899t MBFES...c.ocoicinninniinniceren 16,98 L 16,98 | Tovota ._,.;-nm L1B9E ... 1699 13.99
|Disnay Animation .................  .oeeo.....59.99 | Maga Traveller 1. 19.99.......19.89 | Total Recall.. 16.99 16.99 —
Dragens Lair 2 w2688 | Mig 29 O -1 Triad Val 3 pe el 1 - T -
UL ————— - - T Y P F‘;wk1 19.99.......19.99 | Track Suit Mar-agpr.?'. veeree 16,98 16.99 L
Dragons Lair {1Mag) seessnsecsnescnnenc 2688 | M1 Tank Plaloon..... ...........19.89.......1999 | Turbo Challanga............... 16.99........16.89 l; [ .-& N k
ETDBWFS Lair Time Warp ... 2689 ......2699 | MigmiChase ... 6.99 £99 | Turbo Challenga2®.......... . 1609 16,99 e
1 T, | 1" | 16.99 Wi Wintar e 18981990 TURCAN ....orrereens 7.99 7.99 b > -
Duck Tales.... 168.99........16.88 Midwintar 2 * e 22 0O 22 00 Turrican 2 e 16,98 ... 16,898 l_) l b l\ h
Duster” ... S [ 1 - - DO, [ - Myt ® e BEE L1690 TV Sporis Baseball *.........ccoocoovnenn.. 19,88
E;;:‘ .............. 18.89........19.90 T R e, 19.99 19.98 | TV Sports Footbell..................799 7.99
B e o i rm e 9.93 Navy Seals 16.89....16948 UMS 2 (1 Meg) .......... 19.99 19.99
... 16.99......1899 | nightshif h 090000 | V... 16.99.........16.99 Unbranded
Emiyn Hughes weeene 13.89..0..13.88 | Operation Stealth . 16,89 1999 | Walker* ......o.cooooooooovnr 1689 ... 16,99 o v
Em‘lum Colditz ..............19.99 1992 | Outrun B8 .. ...698 | Warlords........... - 19.98 10X3.5" DSDD 5.99
; o of the Behoider (1 meg)....- ... 1999 | PGA Tour Golf ... e 19,98 | Wizball SR U - R [ " e
| [Ercallbur .....................16.99......1699 | Pirates.... 15991599 | wolt Pack (1 Meg) ... 16.99 1009 Iﬂxﬂ-.i Ill!'fl}[} 10,99
| EEE:;:E:HF?'I?E' 2289 ........22.98 Player Manager .................... 12,88 ........12.99 Wondarand ... 1888 15,59 S0X3.5" DSDD 23.99
| moat Pilet................. 16.99, 16.99 | PP Hammer * L1689 ... 16.899 | Wrath of the Demon 19.99 10,99 SIS
F18 Staalth Fightar 18.98.......19.89 o e RO . 1. - TN 1 - - | Winming Team * 19.89 19.89 100X3.5"DSDD 44.99
F20 Retaliator ....................... 16.99 . 1699 | Populous 2 * e 1999 1988 | WINGS ... 11.99
[Farmari Formula 1., B89, . ... B899 Platinum .. LB8a .. 1699 WIZ B e 16.98 .. 16.59
Eggﬂm' . .1689.....16.99 | Police Quest 2. 16,99 2699 | %enomorph 2 1699 ........16.99 Brﬂnd&d
[T - R [ -1 = 168.99 Powardrams S . 5 - I - Z-Oui ...... 13.99, 13.99
Fliuhtcﬂmwtr.mar 19.89 ..., 19.99 | Power Pack .......... 1409 ... 14.90 15" DSDD (each) 1.25
Flood .. 0 — Powarmonger Data D|5h 1*..08049,. . 9.99 3 1L 2 "
Foothal Directar 2 13991399 | Poolof Hﬁ,am . 19.99 525" DSDD (each) 0.75

T




m PRICE PROMISE!! Wi WILL BEAT ANY PRICE IN THIS MAGATINE THAT IS CHEAPER THAN OURS BY £1  PRICE PROMISE!!

EXCHANGE sErRvicE | [~ SEGA MEGADIRIVE | [MEGA HIRE SERVICE
FOR MEGA DRIVE OWMERS & PLUS ANY GAME UP TO £27.00 | | MEGADRIVE GAMES...£4.00 per week
SR 0P8 | |u INNCONA ONLY £ BB D5 8| [fricon Coner 6500 por wask
I?.‘mﬂnn?h&nhmﬁﬁu,,&“' et 3 : - : mmn:‘. mes ...... i per

# SEGA MEGADRIVE
NINTENDO GAMEBOY | |*  prys ANY GAME UP 10 £50.00 _ *| [XSRSIMESIR 20 U0m,
L NINTEND v aaei?| | % WORTH £240.00 NOW ONLY £149.95 SUPER MICKEY MOLUSE
e A e = oo BRES
- : MEGADRIVE OFFER FENGO WONDERBOY
FROM ONLY £12 EACH' | |* 5iGAMEGADRIVE +SONIC HEDGEHOG + MIKEY MOUSE + JOYPAD 4 RURBO.JOTPAD cioc MAZE
® WORTH £285.00 NOW ONLY £185.00 ®| |Zamcear GG SHINOBI

SUPER FAMICOM
MINTENDO SUPERFAMICOM ... .£225.00 SEGA MEGADRIVE GAMES

Dy EXa 50 SaicEnan L2950
Hardnall EX2 85 Spaedbal E32 50 m
Abvanams Bame Tank E34.95 Hard Drean E20.95 Spelerman E31.80
A g £3195  Heavy Und £31.85  Sar Conrel pizos | ANY ONE OF THE NEW LAPANESE GAMES
EAS0 oo Hockey £3450  Sweal§ vazso | USTED BELOW OMNLY £324.00 EACH
EX3.50 James Pard E30.55 (211 Lt
Atcenic Robokic [20 @5 Jos Miontana Fogsiball (e N = Sy Bl
AK EZ7.95 Johin Madden Fooiall TR Siugper Hacsa ball E..':;'i".l.l’l: I NSPECTORX
JAPAMESE CONVERTOR .._.....£13.95 Bare Kruckle 254 i i £31.95 Super Baskelbal GHOSTBUSTERS CYBERBALL
AV LEAD _. £ 7.85 ::..;.-u'.-.. Bros :.;I :.- L-d‘-l.'[i:- '-'i'\. Cetics I..':; : 3'-1’-".* Ir;!l'-.'l'_l'l 2 MICKEY MOUSE AAROW FLASH
T y T wdakan et i 5] Lasi Batile Li Siper Monaon 5 T e 1 £ R :
F'Hgﬁqlé?y;’fg:( ¥ Ay %g qu Buster Douglas Bowng £ 55 Magcal Hat £32 50 Sugpar Shanob ::H'M'HDUNN GA h GROUND
STRIDER ! 26 g Diarius £32 80 Muckery Mouse B : WHIF AUISH MAGICAL HAT
I rmrrarrs s e e 2695 Onek Tracy 32 50 Madnighl Feaistance HELLFIRE SHADCW DANCER
Elermental Master £27.95 Mught anid Mage T34 95 D BOY HURRICAN
E-5 0.5 el 209 9% I rhowee | - .
ATARI LYNX | °2 i T SUPER BASKETBALL  DYNAMITE DUKE
Fiugatten Wiarids £ : Star 2 £3495  Wardnor SWORDOF 5008N  MOONWALKER
ATARLLYPDE .o ioieeeiinnss £74.95| & > E3150  Wordertsdy I £195 | GOLDEM AXE ARNOLD
SAVE £5,00 OFF OUR USUAL PRICE OF | <o ; Pigakda g E3405 .- Maortd T Socuss it Bl S - R
Gt < h i et = F . L
£26.95 AND PAY ONLY £33.95, FOR | & SRR ...y D6 NS 1% | SHADOWBLASTER  VALIS I
ANY ATARI LYNX GAME Dnly whiasucksla| | - R e LS .

TO ORDER, PLEASE STATE [TEMS YOU REQUIRE, TOGETHER WITH PAYMENT , MADE PAYABLE TO "MEGAMIX', OR PLACE YOUR ORDER ON
OUR CREDIT CARD HOTLINE 0732 351220, OVERSEAS ORDERS ADD £5. ALL PRICES ABOVE INCLUDE VAT, POSTAGE AND PACKAGING
MEGAMIX SOFTWARE (DEPTACE3) 46 ASHDEN WALK, TONBRIDGE, KENT, TN10 3RL

All items include postage
G. I - S and are sent 1st Class
insured post. Please add
{Cﬂmputﬂm) Ltd. £6 for 2/5 day courier

Tel : (0268) 782949 for hardware.
ATARI

Lynx Maching .............oovemimnnnna, 74.95 Lynx Communications Cabla........... .95

Lynx Maching + PSU...........ccceeunas B9.95 Lynx Software FROM .................... 19.95

Lynx Machine + PSU+Cal Game.109.95 ATARIS20STE "Disco. Pack".......289.95
Lynx Cigar Cigarette Power Adap .CALL ATARIS20STE "Turbo Pack” ....... 319.85

Lynx KH CRSE.......cccoieianiasrnannnad CALL ATARI1040STE "Family Cur.Pk® .359.95
Lynx Carrying POUCh ......ccounmmmnnnes CALL ROTEC RF880 Second ST

Lynx Sun VISar. .......c.ccooemenenssninns CALL . Drive + PBL........cocconsireramsssnssnssass 6485
Lynx Power Supply Unit _............... 12.95

COMMODORE
Commodore AS00 Cartoon Classics Pack
Amiga AS00 "Screen Gems Pack”
Amiga A500 "Screen Gems Pack + AS01"

Amiga A1500 + A10845D Monitor..

ROTEC RF880 Second Amiga Drive

Philips CMBE33 M2 Colour Monitor..............c.cceeeeesssessres
Latest Amiga Software Titles Available

SEGA
T e T R T R A S R 134.95
e L T T e R R N S S e ST 89.95
SONY BULK 3.5" OFFICE HOURS
DISKS
MON-FRI10.00 -7.00PM . .
o e < SAT.......9.30 - 7.00PM Tina Zanell
""""""""""""" : LATE NIGHT THURS
10 PR SRR o [ TILL 9.30PM
100.... . ag9g5 Rl ¢ 0 n
FPlease make chegques and postal orders payable to:

GPS
PO Box 571,

i gy | | 071-251-6222 Ext 2483

VISA Rayleigh, Essex. S56 9NE

Stocks xuf:l:jr.-rf (4] u;.lqifnbi.‘“‘}'
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tari may have won a PR coup

when Gazza was seen holding a

] Lymx on the front page of The

~ Sun, but Sega is pulling out all the stops

. promoting their Gamegear colour hand-

held console. Every time | switch on

* Children’s TV - only for my kids of course

='m bombarded by yet another give

. @way compefition, giving away the com-
. petition. Even cricketer Graham Gooch

prefers his free Gamegear to buying a

~ Ly and I've just seen children's

.~ favourite TV personality Philip Schofield

with one. Looks like Sega employs a pub-

- lic redations agency with better contacts
i you ask me,

The bosses at Atari must be feeling
the squeeze because they recently print-
ed a Mine is Better Than Yours' sort of
brochure filled with statements such as
the ‘Gamegear is based on the old Sega
Master and shows it', ‘Gamegear has no
- special featwres like scaling and rotation’
and ‘Gamegear is imited to 64K car-
tridges while the Lynx can take eight

Mo matter what people say, size does
matter. Er, the size of your software base
that is! Sega is launching a new
Gamegear title every week ar s0. | think
it's about time Atari started to realise the
Lynx needs up-to-date conversions from
top people like Ocean and Konami if
they're going to win the colowr handheld
wars. I'd rather play Terminator 2 than
Turbo Sub Know what | mean?

Tharks for the terrific response from
people out to grab some free publicity
for their Lynx-onentated efforts. My heart
leapt with delight and surprise as | dis-
covered the large number of generous
souls helping other players with hints,
maps, cheats and reviews. Well done,
gurys!

Judging by the mail P've recenved over
the last couple of weeks, there are seem-
ingly loads of active Lynx users dotted all
around the country. | only wish we could
form some sort of official club like the
lucky Japanese video games players
have for their consoles. Let's hope this
dream of togetherness could someday
become a reality. What do you say, Atan?

Without further delay, here’s a quick
rur-down of the mast active Lynx users
around.

Sorry, if I've missed you out.
Unfortunately, the mail has been effected
by a local postal dispute so rewrite those
letters and send them into me at the

Atari Lynx Console User is the brand
new, if an unimaginatively titted, maga-
mine dedicated to our favourite handheld
slab of silicon. | haven't actually seen the
first issue yet, but if you're interested
send 35p and a large SAE to: Lynx User,
11 Montgomery Drive, Spensers Wood,
Reading, Berkshire RG7 1BQ.

Meanwhile, Andrew Reid is offering
players a free sample of his fanzine if you
send a first class stamp to 63 Croftway,
Selby, Marth Yorkshire YOB 90D. Don't
forget to include your return address,
thought!

Last, but by no means least, Peter
Terry has a more commercial venture in
operation where he buys, sells and
exchanges Lynx carts. There's also a
monthly mag to keep his customers
happy. Does Peter ever find time to
sleep? For more details send an SAE to
32 Boma Road, Trentham, Stoke,
Staffordshire STd BEB.

I'd love to hear fram you if you've just
started a user group or have some tips
to share with other players out there. Or
perhaps there's something bugging you
about the Lynx or video games in gener-
al? Either way, please write to me care of
Lynx Pink Pages, ACE, EMAP Images,
Priory Court, 30-32 Farringdon Lane,
London EC1R 3AU. For those of you real
Iy into high-tech gadgetry Il also include
our fax number (071 490 1094).

original Lynx game for one or two play-
ers. You must rid the planet of alien
invaders who have taken over the skies
and seas. Turbo-Sub uses the sprite scal
ing features of the Lynx to great effect,
though some would say the gameplay is
a Iittle too basic by today's standards,
This fast blast is out soon.

TAME THE GAME

Don't forget to defuse the ball in TOUR-
NAMENT CYBERBALL if you want to keep
those powerful running backs, agile wide
receivers and star quarterbacks alive.
Short plays such as Flex Run, Goal Line
and LB Blitz are great against the run or
short yardage plays. While short passes
are hopeless when facing defensive line-
up's like Safety Blitz and LB Drop. For
long formations go with a Prevent,
Comer Blitz or Flat Nickel. When playing
offensive passes there’s nothing better
than a good Thrust, dastardly Double
Cross or taking the Easy Money!

You can make your plane perform
really tight tumns in WARBIRDS by switch-
ing the engine off. When pursued by a
persistent enemy, dive into the clouds to
ditch them. Finally, and a rather obvious
one here, attack arcraft from behind.
Why should this be so airpparent? Guns
are forwarddfinng only in this game!

L usual address (see below). The aforementioned Turbo-Sub is an * Tony Montana
B e MEGADRIVE TOP 10 PC ENGINE COMPARE WITH
hl.I:IFll'A.'E3 ﬁéﬁéﬁﬂr";'mfﬁnnc 1 80ONIG J285 PRICES
e ; 2. ONRES oo 2495 pG ENGINE GT + GAME + ELSEWHERE TRADE DﬂEﬂM
MORE Souc esnar cius 3 ALIENSTORM..,3395  guTTERIES . EARPHONES22685 | ENQUIRES
BNCIE0GDNG ... 2008 4 ZEAO WING..... 2895 GAMES WELCOME PART MAC |NES
GHOSTBUSTERS 16.58 5. MARBLE LAND .....32.95 JACKIE CHAN ...l sessoss sansnd 31,95 )
EVMAMITE OURE \o% 6. WRESTLE WARS 3295 | EGEND OF HERO TOMNA ..32.95 EXCHANGE
2195 7. MAGICAL HAT .....2085  pon DOKC DON 26.95 WELCOME
zggg 8. SUP MONACO GP27.95 CADASH ]
18.05 9. PGA TOUR GOLF .38.95 NAMCO BASEBALL T e PO BOX 34 HARTLEPOOL
~14% 10, TIGER HELI .......26.95 MR HELI.. : e CLEVELAND
T HEROQ OF SWORD .................. 19.95 TEL 0420 231703 (10AM-8PM 7
T GAMEBOY GAMES SUPER VOLLEYBALL ... 2295 GAME GEAR...... pg.95 |DAYS)
1795 1.0, LR L
2295 DRAGOMN SPIRT ... 22 .85 GAME GEAR + PSU + 1 TEL.. 0429 BES459 :
2%  CHASEHQ,GOLF,Quix, LTTLENINJABOY............2695 GAME....co.. ness | M e
. G . y ; ATOMIC ROBOKID 23.95 GAME GEAR + PSU + 2
e ALLEYWAY WORLD PN
MONSTER HUNTER 26,95 F1PILOT........ 1895 GAMES ...oommrrrrnenes 132.95
FIRE SHARK 26.5 BOWLING, FLIPPAL, PSYCO GHASER.......rooooocc.... 22,95
BATMAN 26.95 AFTERBURST SPACE COLUMMNS, PENGO,
GYMOUG 24.95 SUPER STAR SOLDIER.......... 24 .95 DEVELISH, G-LOC,
RO BLASTERS 275 INVADERS , T.M.N.T. LEGENDARY AXE ........o.ccoveceec 2795  pDRAGONCRYSTAL,  FAMICOM (SCART) + ANY
e e ALL 18.95 MANIAC PRO WRESTLING ...2295  gagggALL 91, HEAD QAME . 219.95
ﬁl:::&m%ﬁLiL :;:;E C{??E:NDE;EETSH?EM VEIGUES ..o escssssscsnsnsan 24.95 BUSTERS, KINETIC FAMICOM {SGAFITj i
AFTERBURNERLI....... ... 28.56 b : IMAGE FIGHT ..o 2395  CONMECTION, MICKEY 2 GAMES
WIDNIGHT RSISTANGE .. 55,68 BOY, LOOPZ,. BUEBBLE HEAVY UNIT ...ccooviiminiiinnnianens 24.95 MOUSE, PSYCHIC
KNGSGOUNTY USAI.__..... 4% BOBBLE, SKATE ORDIE,  GAMOLA SPEED................. 2495  \WORLD. SUPER GOLF. gﬁ&r e
T B ares  WWF, RESCUE MISSION,  BARBUMBA ...............ccovesrsvsne 24.95 WOODY-POP., GRADILS 3. . ﬁ
ETAR mm-*ihéﬁs 38.65 D’HAGDNS LAIH. BEACH UGLLEI'I'I ...................... 2395 WGNDEHEGY| MDNAJ:D 'MTTLE .34
THE FASTEST OME .95 CEASARS PALACE, HUNT T GP, MAPEY e 4.
MARK D ......... 32.95 FOR RED OCTOBER, NEQ-GEO ALL £18.95 EACH DR 4 —
Qe REN £l GREMLINS 2, B-TYPE H'D i %EEELF qsn;. 1
VAPDLUR TAIAL B JULY ALL 21.95 MNEO GEQ.........coonmmimnnnns 289.95 GGA STADIUM, 33%
T TR NEO GEO + ANY GAMES79.95  caston! kwtak,  SUPER grfmgm ms%an CALL
THUMDER FOX ALY " MAGNIFIER ... ... ~885  MAGICIAN LORD.......... 890.95  CHASE HQ, HALLEY  SUPER e
AT FUM ... O 2AUG CARRY CASE.............. 8495 BASEBALL STARS ... £0.95 WALL JOYPADS/JOYSTICKS ..............CALL
AP AOAPTOR. ... g e EIGHTE e e 8.95 LEAGUE BOWLING 89.95 ALL £19.95 EACH SCART EXTENSION LEAD ........19.95
e TAPD + SLOWMO) ... 1028 WIDEBOY..cvrnens 1995 O NG HERO. ..o 6995 MAGICAL GUY, FANTASY ~SCART + STERO LEADS .......19.95
e sk e o s g ZONE GEAR, RASTAN PLEASE ADD £10 FOR MACHINES
31N 1 POWERSTICK 28.9% NAM 75, 89.95 SAGA, GRIFFIN, [COURIER DELIVERY)
BLUE LIGHTNING ...........1795  1OF PLAYERS GOLF .....89.95 WAGAN LAND £4 FOR HAND-HELD NACHMES
BLEASE MOTE: ALL MACHINES gﬁéa e :: g:sr THE SUPER SPY ............ 89.95 ALL £20.95 EACH £1.50 HARDWARE + GAMES
CARRY A FULL 1 YEAR WAREANTY o CHALLERGE 18,95 BLUES JOURNEY OUT AUN.............. 03 AUG  |caMES « ACCESSORIES SENT 18T CLASS
B e o ooy EMAMERCENANY ..M (NEW) iivecnsernrersiren .109.95 PUT + PUTTER ...23 AUG i ool i
ENGLISH AL GAMES JAP UNLESS  SLie NOELE 8% ASO Il (NEW) ...............109.95 SPACE HARRIER 3.SEPT  mmmm Y
SPECIFIED GALUNTLETS .. ......._....... 2005
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The Advertising Standards Aulhorily not only
manitors over Bal advertisements every month, iL ensures
compliance with the rules in the stricl Gode of Advertising
Praclice

S0 when you question an advertiser. they have Lo
answer o us

To And oul more about the role of Lthe
ASA. please wrile to Lthe address below

Advertising Standards Authority,

Department X. Brook House, Torrington
Place, London WCIFE THN
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WAXRIDE LLTD.

2 High Road, W mhlf} "n'[:||.1|J.\ E[m 1u

Wembley Computer Centre, 5
SO0FTWARE HOTLINE 081

HA AR Waxride stocks all software for the IBM
RDW. E PC Amiga Atarl Commodore Spectrum
e A [ Nintende Lynx Game Gear Gameboy
Light T T age Etc. Please call hotline for details.
Magnitying G Glais a.495
Hiuminatcs 1099 i A
Camyng Cass e GAMEBOY GAMES
Ampitiar 1299 | wwF Supsr
Battary Pack 209 | Aioway i T
Kilcasa ! 1498 | Banan 2209
NINTENDO Haitla Ball ... 28.65
Nintende Cantral deck and Turte Pack B.E Boomes Adviniure. ... 4,50
Zappar Gun i 28.09 Amazing Panguin 2209
Nes Advantage 3808 | Burai Fighior Delusa 10,50
PYTHON joystick 10.88 Bubsbla Gl 24,88
Tinges joystck 1.5 | Buggs Bunny 2800
ATARI LYNK Boxika 24 o
Consoin 78.00 | Bad 4 Rad 24.99
Console PSL + lead apps | Cymd &0
Ao Cigaretia Lrgl‘l Adaplcr o A.09 | Casievania Adeniune 24 93
Lyna Pouch ... . aes Cosmoatank 5 24 50
AT Adapiar 11896 Coasas Palacs AR--]
5 s Chasmaster 2199
‘;ug-_mr Psﬁrﬂgt ein Guard .:'; j: Oragons Lak 400
A e e Dot Cragon 2T W
Atari KE Case Sl 494 Bir Mario 4,55
SEGA GAME GEAR Eira Basics 54,00
Sega Game Gear + 2 Iree games......_... 138 98 Eish Duids 24,66
Game Eanar + 1 frge Glama 1EI':I [1] Fi Bacor 30,84
Game Gaar ¥ : By.ca @0 o Tank 24.00
Al pama pear game available from £19.90 Ghostbusiarn 3600
SELGA Ishico The Way ol Slonas 20.00
Sega Masior System ¥ - 58.99 ey 22 59
Sega Masiar Plus TH.EE gl Wrasding . 24 0
MEGADRIVE Hind s Cclobar 2498
Sega Megadriee with Workd Cup 80 Game 140.59 Halas 20
Magadiive + World Cup + Moomwalkar + video 183,99 Hirk, 1955
Al socessongs awalabie trom CES9 King of tha foa 1859
COTY K.ln"!g Fo Master 18,55
ERE, s Maolorross Maniacs 24
IBM AMIGA & ATARI HARDWARE Riaas kipsion Erd
B PS 1208 30 Mb Colour ggagy | Memai 2490
Amiga 500 Screen Goms with 1 Mb Memary....._38apn | Fipe ':!',:“" e
Amiga 500 TR0 | R i
Amiga Class of the 908 anong | pal s Cek .00
Amiga 1500 00,00 v
2 Power Raoer 2400
Amiga 2000 ... 190,00 Cluie 1899
Amiga 3000 2490.00 | B Type 2590
Alan 52 STE Discovary Pack ZR0.00 Hagar Magin Zaga
Alar 1040 ST Family Curicifism 3000 | Fsbooog.... 25 50
Aian Turbs Pack 359,00 Ravangs al Gasior L]
& : PRINTERS Sword of Hope 2505
SlarLC10_ ... 158 00 Sgedhar bhan 2049
Saar LC200 Colowr 235 .00 S S At 2865
Saar LC24200 Colour 355 .00 Super Mario Land 19 59
Saar LC24200 ... 234,00 Srocpy 4. 55
MONITORS ai 24,00
Philips 8833_..... 255 00 Turibe \ o9
Commaodare 108450 25600 | Toby de Treash 24.89

THE ULI!MHTE FOR CONSOLE ENTE mtﬂME
€2 mas Cullercoats Road, Castls, Sunderland, SRS 3AZ.
Office Hours : Mon- {aﬂnwmsu{ws]
SEGA MEGADRIVE : § ) (
GAMEBOY : GAME GEAR
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1] Axis Shinobl £ 23.99
Eswat Micky Mouse £ 21.99
=4 Dick Tracy Wonde E 21.89
Arcus Od Chase H £ 21.99
Gaiares - Loe £ 2189

o Hard Drivin Monaco £ 2199
(] Mickey Mouse Devilish £ 21.99
== Magical Hat Pengo £ 21.69
Sword of Sodan 18 For U.S.A. add £ 200

091 5498807 For Latest
CARTRIDGE EXCHANGE SERVICES

We also stock a vast selection of used carts in our
swop-shop priced from £12 and exchanges from £3

HEGWGRE HIRE C<LUB

Why buy when you can hire from our vast selection of
caris. We have over 130 MEGADRIVE titles, 150 on the
P.C. ENGINE and all FAMICOM & GAME GEAR carts
in multiples of six to ten so there Is lithe or no wailt for
your se unandmmambarwewaraﬂrstonﬂum
and wil remain the UK:s No 1 PREMIER HIRE CLUB.
LIFE MEMBERSHIP £5.00 and hires from £2.00 per
FOR MORE DETAILS SEND LARGE S. A. E.

ATTENTION RUN JAP CARTS ON YOUR BRITISH
MEGADRIVE - CONVERTOR NOW ONLY £ 9.96
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HOTLINE - 001 5#9
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498807 * CREDIT CARD

HOTLINE - 091 5

0IT CARD

L.I..

CRE

2

COMPUCADE

96 St Mary Street,
Southampton.
SO1 1PB

(0703) 330257
OPEN 10am - 10pm

NEW & AS NEW AMIGA & ST
GAMES & UTILITIES
HUNDREDS AT HALF LIST PRICE

A FEW EXAMPLES OF OUR PRICES
Bothe-Command .. it anite s 00 |
BEtll ..o croimio ol o S
e 1 G e e

AYS OF Thunder s g
P16 COmMbat PROE ..ot
RS il o e i e
BT (1] 5t SN S 815 | )

..13.00
...13.00
.13.00

All prices include VAT & delivery
Please phone for our full list
Limited quantities so order quickly

..12.00}
....12.00 4




. 091 5498807 * CREDIT CARD HOTLINE - 091 5498807
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ebel torces are attacking the
Death Star, Jawas are stealing
your landspeeder and
Chewbacca needs a shave. What am |
talking about? Star Wars of course! And
soon, Gameboy cwners will be able to
join the fun thanks to Lucasfilm Games
and Ubisoft. This sneaky French firm has
managed to snap up the rights to devel
op and market a game based around my
allime favourite swashbuckling scifi
mowie,

“Star Wars is the perfect theme for
Gamebay,” indicates Ubisoft's Christine
Quemard, “The movie is just like one big
video game. Star Wars will be one of the
mist exciting games available for
Gamebaoy."

Gameplay will be similar in style to the
NES adaption from Lucasfilm Games and
JVC Musical Industries. Bath titles follow
the plot of the film, recreating the space
combat and other great action
sequences, culminating in the attack
against Darth Vader's Death Star in a
rebel X-Wing starfighter.

Trouble is, we're going to have to sit
tight for at least seven manths before
well get a chance to use the force and
kick some baddie butt. Don’t know about
you, but | can't wait to give it a go.

Everybody is kung fu fighting in
Double Dragon Il from American gaming
powerhouse Acclaim Entertainment, Inc.

As beatem-do-death-em-ups go, this
martial arts series should go into the

Bruce Lee record books of fun fisticuff
frolics and power punching performance.
Take a trip to your local arcade to same
ple its aggressive addiction factor for
yourself; | promise you won't regret the
effort.

Like the previous Dowble Dragon, Billy
and Jmmy Lee battle street thugs with a
combination of fancy moves and more
conventional tactics like head butts and
shin kicks. Don't get mad, get bad.

Cowabunga dudes! Another hip hap-
pening sequel is making its way to the
Gameboy. Konami's Teenage Mutant
Ninja Turtles |l features all those sewer
and sidestreet locations kids have come

" folove. Question is, can the teenage tur-

Hess still cut it against tough competition
from the Simpsons, Terminator 2 and
MC Hammer?

Based around the original coinop

arcade video game, the turtles try to
save April O'Neil from the shippery
scoundrels Shredder and Krang. Players
set the difficulty as they make turtle
tracks through six challenging levels and
bonus pizzacollecting stages. When tur-
tles break the law they're arrested, but
players can rescue them once certain
points have been reached in the game,

Honami is expecting more great sales
with this neat release by targeting the 7-
11 year-old gamer. After all, nearly a mil-
lion copies of the first turtles title have
been sold so far. Meed | continug?

After the joint-promotions with savoury
snackers Walkers and Smiths, it seems
Mintendo has got a taste for fast food
and so the company is preparing a media
blitz with burger masters McDonald's,

Although none of the details have so
far emerged, | think it's a fair bet that
such a deal would include some sort of
Super Mario Bros lunchbox and cheap
toy figures from popular Nintendo
games. Thankfully, | doubt whether we'll
see a ‘Mario Burger' or ‘Zelda Shake' just
yet.

The highrspeed full-contact play in
Blades of Steel puts Paul Newman's
Slapshot film firmly in the shade.

One of the first hockey titles for the
Gamebay, you can choose from eight dif-
ferent teams for practice, exhibition or
tournament play. There's no time for rest
as you pass, check, fight, shoot and,
yeah, slapshot your way to the final
match and overall victory.

Konami's Blades of Steel offers one or
two player options and will be available
from next month,

TAME THE GAME

Wipe those PIPEDREAM problems away
with these perky passwords:

LEVEL 5: HAHA

LEVEL 9: GRIM

LEVEL 13: REAP

LEVEL 17: SEED

LEVEL 21: GROW

LEVEL 25: TALL

LEVEL 29: YALI -

In case you also own another video game
system, these codes work on all versions
af the game!

When the BATMAN title screen is dis-
played, push [Upper Rightl and [Start] for
a sound test,

Conguer GARGOYLES QUEST with these
passcodes:

IGBI-ABYP=four levels
EAGG-TNI9=right lives
KEEE-BWBD=ten lives

HSDE-JHQD puts you on the third level

Extend your time as a NINJA BOY by

simuftaneously holding down [Start], [A]
and [B] when you die.

* Masashl Kawakita

Sega Megadrive + Game ........ 129.99
Megadrive Games

Street Smart (soon) ................

"‘hh-.m ga

Bare Knuckle (8000) ..................
| BonanzaBrothers .....................

Dimension 4 (soon)

Fantasia (800n) ...........cccccocevnnn. Dodgeball (S00M) .........coeeeeeee
5 - RS FnE g .
| Hardball .. F - Zero ..

| Super Marioword ......................

PC Engine ...

Accessorles
| Megadrive Joypad ..........ccceenee. 12.99 Sega Gamegear ........................
| Megadrive Japanese Converter .. 9,99 Sega Gamegear + Game
Megadrive Arcade Powerstick ... 29.99 Gamegear Games..............coovn.

* PHONE FOR THE LATEST RELEASES AND ALL OTHER TITLES =
PLEASE ADD£1.00 p+p TO GAMES AND £6.00 TO CONSOLES FOR 18 CLASS RECORDED DELIVERY
ALL CONSOLES CARRY A 12 MONTH GUARANTEE

Ganba Lmue Bamhaj-l :sum} 43 29
Super Ghouls ‘N’ Ghosts (soon) 44.99 |

PC Engine GT hhndhuf-d
PC Engine Games tlamtj

Gameboy Deluxe ..........
Gameboy Games (latest)

and a CD
NAUGHTY

TRIVIA QUIZ
0839 03 03 28

FOOTBALLTRIVIA QUIZ
0839 02 03 27

Pease ask permission befone you call

Moppin St. Sheffield S1 4DT (0742) mrw
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he race to get software

ready for the US release of

the Super Famicom (Super
MES, as it'll be called) is continuing
apace, and things are beginning to
look very interesting.

The recent Chicago CES Show
gave a good indication of what was
coming out, but since much of the
product was at a very early stage -
many games had been in develop-
ment for literally a few weeks (caus-
ing some dozy berks to think that
they were all crap) - it generally
looked poor when compared to the
rows of spanking new, virtually fin-
ished games that were on display at
the Sega stand.

Still, there were some golden gems
around, the most impressive of

which is Super Ghouls 'n’ Ghosts. |
don’t know what planet last month's
writer of this column was from, but
the game isn't anything like the
arcade original - it's merely based
on it. The first level features great
mounds of earth which burst
upwards as you walk across the
ground, cages filled with goodies,
and newer, tougher baddies.
There's also a range of new
weapons with which you can
unleash major death and destruc-
tion. It's definitely the best Super
Famicom game yet seen, with
graphics and sound that'll blow you
away. Keep a watch out for it.
Another joystick-throbbingly good
title is Super R-Type. Again, it's not
a straight arcade conversion, but is
based on the machine. The first
level is al-new, and features a back-
drop of beautiful planets and stars,
There is, of course, plenty of alien
scum to blow into the middle of
next week, and there's a variety of
new and familiar weapons with
which to do so. It locks a cracking
game, and is one that shoot ‘em up
fans should get hold of when it's
released later on this month,
Cavernan Ninja is a very new
Data East coin-op, and | was pretty
surprised to see what seemed like a

flawless copy on display at Data
East's stand. | looked underneath
the display, just in case they were
pulling a fast one and had a coin-op
PCB lurking underneath, but lo and
behold there was a Super Famicom
with a Caveman Ninja cartridge! It's
a really neat beat ‘em up in which
you guide a wacky cartoon-style
Caveman across a zany cartoon
style backdrop, kicking the seven
shades of shinola out of ker-a-zee
cartoon-style baddies. In fact, the
only annoying thing about the game
is that it won't be available until
garly next year. Ah well.

Tradewest enter the Super
Famicom market with fvan
“Ironman" Stewart’s Super Off-Road
Challenge, a faultless copy of the
Super Sprintinspired coinop. The
game looks, sounds and plays per-
fectly, and apparently uses the
same code and the same player
systems as the original arcade
machine. Hot potato!
| also like the look of Wrestlemania
Challenge. Starring the most
famous of those beefed-up ham
actors that play out utterly hilarious
WWF wrestling sketches on satellite
telly, this is could be the best
wrestling game yet. The early demo
I've seen sports some excellent

graphics - the on-screen wrestlers
really do look like the “real life” char-
acters - | saw Hulk Hogan and the
Ultimate Warrior - and the animation
and sampled sound effects are both
superb. Judging by the immense
popularity of the sport, | think this
could be a massive seller!

But what I'm looking forward to
most of all are Electronic Arts trio
of sports games: John Madden's
Football, Laker's Vs Celtics and PGA
Tour Golf. | saw very, very early
demos (the John Madden's one was
about a week old and was finished
two hours before the show!) and
having spoken to the programmers,
| think all three could be amazing.

They'll basically be the same as
the Megadrive versions, but with
enhancements wherever the hard-
ware allows it. So expect zooming
following-the-ball 3D effects in PGA
Tour Golf, and even more detailed
graphics in John Madden’s Football
Yowzer!

Finally, if you're thinking of buying
a PAL Super Famicom, thoroughly
check it out and make sure you've
got a guarantee from the retailer.
Many PAL machines are unreliable,
and often overheat. If possible, buy
a SCART model.

JULIAN RIGMALL

STUDIO SOFTWARE

The BEST Choice For All Your Computer Needs
20 Oldfield Circus, Off Whitton Avenue West, Northolt, Middlesex.
Telephone : 081-575-1171
Opening times Mon-Sat 9.15 am - 5.00 prm (ORDERS & ENQUIRES)

7.00 pm - 8.30 pm (ORDERS ONLY)

"This is just a small volume of the many thousands of games
that we have on offer for all the consoles available'.

SUMMER SIZZLERS AUGUST / SEPTEMBER 1991
SEGA MEGADRIVE d
DR el R ari et ot e A P R R £130.00
JAPANESE ADAPTOR (Allows Jap games onto UK maching)...............ov...... £10.00
SEGA ARCADE STICK ... SRR S R SN £36.00
SEGA JOYPAD i A R B 6 A mam mmam  SE ER £14.00
TOP 11 GAMES FOR MEGADRIVE
e T Nt e T e T Lo e (R R e R e e £20.00
RINEINE FBRERIOE. = ity st iyt T £36.00
BODARFOBUBEG Sl o i e el e £34.00
=y e S S R e R e L S e £20.00
ST ELTT e e M i e S P O £34.00
El ] P S P i B 7 - R £33.00
W e o0 S R e S T £25.00
=l e | SR PR e e S e £34.00
John Maddens AMErcan FOOhEI..............ccceceeeniieereneerse e s seesessssresesssssss £36.00
AN G5 v S g e e S R £37.00
ey Ll p e et et Sl TR, - T TR ST £35.00
SEGA GAME GEAR (Comes with two frée games) ............cco.ooeeeeeriveeeennnn. £140.00
ALL SEGA GAME GEAR GAMES ........cooiiiireeresemssssss sssmsssssssssmesesssesessssns £25.00
NINTENDO
I e ) N Y i e e i m £65.50
Feipticepdie E R S Sl THECCIRCES S £19.00
HARD CARRYING CASE (Carries Gameboy & 4 game cane)..................... £14.00
TOP GAMEBOY GAMES
WWF Wrestling Mickey mouse 2
Gramling 2 Hunt for Red Octobar
Super Mario Chase HQ
(ALL AMERICAN GAMEBOY CARTS............oooemsssesessssssssesssssssessssins £24.00
(ALL JAPANESE GAMEBDY CARTS ..o ieeeeesess e s osess s msesessssesesees e £22.00

EXCLUSIVE!!
We are now taking orders for the SEGA CD-ROM machine at a cool prize
or £300 (Please note that ordering will take up to 3 weeks)
SEND NO MONEY NOW - CALL FOR DETAILS
ALSO
Buy either a Megadrive or Famicom and you will be entered into our
mad price give-a-way. Prizemoney £500 smakers given away each

month
£1000 every six months (combination of the past 6 months)
AND FINALLY FOR A CHRISTMAS CRACKER PAYOUT ........ L£5000

If you like being given money then buy one of these MEAN MACHINES.

STOP PRESS....STOP PRESS....STOP PRESS....STOP PRESS
Any consoles bought between now and September will be sold at half of
the original price.

HOW TO ENTER COMPETITION
All you have to do is buy your machine from Studio
Software, your details will be entered automatically
All winners willl be notified after the compétition and
winners will be listed in our ad in next months Mean
Machines.
Remember if you're not in you can't win

ACCESS AND VISA WELCOME
All cheques made payable to :

STUDIO SOFTWARE COMPUTING
ALL GOODS DESPATCHED WITHIN 3 WORKING DAYS




Do you know, |
hate writing the
intro to Hot Off
The Shelf. 1l mean
take this month,
for example. What
on Earth is there
to say about the
Merry Month of...
er... September?
Nothing, that's
what!

Surely you
know the score by
now: the top
games from the

last three months

sliced 'n’' diced for
S, your delectation.

Oh, and there's a
of

smattering of clas-
sics too. Read on...

. BATTLE CHESS 2

Electronic Arts @ Amiga £24.99 @
Atari 5T £24.99 @ PC £29.99

- Sequel-itis spreads from

. Hollywood to the computer

~ industry! This time round the

- rules are based on the Chinese

- variant of Chess, which intro-
duces some new moves, has a

~ river bisecting the board (which

. some pieces can't cross) and limits
~ the King's movement to an

'Imperial Palace'. As before the
board is viewed in 3D, with all
the pieces taking' each other in a
variety of amusing and well-ani-
mated ways. While a bit slow and
irritating running from floppies
due to all the disc swapping , a
hard disc shows the game to be
far faster and more lethal than
normal Chess. A game that
should keep even the most jaded
Chess fan happy.

# ACE RATING 895 ON IBM PC

BOULDERDASH
Victor Musical Industries @

Gameboy ¥3400 (Import)

Yet another steal from the
aging C64's catalogue of great
games. Hey kids, remember
this? Guide cute and cuddly
Rockford around umpteen
(that's journo-speak for more
than can be counted on one
hand) mazes of boulders and
meanies in pursuit of diamonds.
But bear in mind that digging
around boulders can make
them tumble down on your
head! An arcade puzzle game
of the most addictive kind and
yet another game ideally suited
to Nintendeo's B&W handheld
wonder.

* ACE RATING 908 ON GAMEBOY

CHUCK YEAGER'S AIR

COMBAT
Electronic Arts @ Amiga £TEA @

Atari ST £TBA @ PC £29.99
The two previous Chuck Yeager
games were exemplary in every

respect save one: there were no
guns! Fine for the Ban-The-
Bomb/\Wear-Flowers-In-Your-
Hair brigade, but more than a
little disappointing for the rest
of us. This latest outing with the
grizzled old vet rectifies that
complaint... and much more
besides. Pilots can fly 'planes
from either WW2, Korea or
Vietnam in a number of mis-
sions. Even more fun is the abili-
ty to pit, say, a Mustang from
WW2 against a Phantom from
Korea. High realism means this
isn't one for the pick up 'n' play
brigade, but it's a fine purchase
for the sim fan looking for a
challenging and long-lasting
experience.

# ACE RATING 900 ON IBEM PC

F-14 TOMCAT

Activision @ Amiga £TBA @
Atari ST ETBA @ PC £TBA

One can't help feeling that F-714
Tomcat is going to have some-
thing of an uphill struggle to be
noticed, what with the recent
release of a whole slew of top-
notch flight sims, such as US
Gold's Jetfighter I and Chuck
Yeager's Air Combat. To be per-
fectly honest F-74 is inferior to
both these competing titles, but
it's still a high-quality product.
The biggest criticism is that it's
very hard to lose. Eject and let
the jet crash into the desert and
nine times out of ten Command
will return you to active duty
without even a ticking off.

+ ACE RATING 854 ON IBM PC

FLAMES OF FREEDOM:
MIDWINTER 2
Microprose @ Atari 5T £24.99 @

Amiga £24.99 @ IBM PC £TBA
Now this is a challenge; how do
you sum up a huge game like
FoF? The big thaw has set in,
and Midwinter is now Agora,
the island HQ of the Atlantic
Federation. You play one of
their crack agents with the task
of scuppering an impending
attack by the evil Saharan
Empire. The majority of the
game takes place in a massive
solid-3D world, with your spy
able to use any mode of trans-
port he/she may come across,
everything from on-foot to heli-
copter. But this is no shoot-'em-
up. There's more than enough
strategy and subterfuge to keep
any non-arcade fan happy. A
major contender for game of
the year - already!

# ACE RATING 950 ON ATARI ST

4D SPORTS BOXING
Mindscape @ Amiga £24.99 @

Atari 5T £24.99 @ PC £24.99
This violent clash between two
solid-polygon generated
pugilists is the best rendition of
the 'noble art' yet seen on a
home computer. The use of
polygons allows the action to
be viewed from absolutely any
angle, and a video playback
option allows you to watch that
decisive upper-cut again and
again. Highly realistic, some
great polygonated expressions
of anguish on the fighter's
faces, a huge range of moves
and a lot of work to be put in if
you're to become World
Champ!

# ACE RATING 900 ON IEM PC

GODS
Renegade ® Amiga £25.53 @

Atari ST £25.53 ® PC £TBA
Renegade crash onto the
game's scene with this, their
first release - and what a corker
it is too! Set in Ancient Greece,
the player controls a hunky war-
rior who must be guided
through four levels of plat-
forms, monsters and puzzles to
a face-off with Something Very
Masty in the Underworld. Okay,
so Renegade win no prizes for
the written-by-computer plot
but the implementation is
something else - superb graph-
ics, intelligent aliens (and they
are smart, too!l) and bags of
clever surprises and secret
bonuses to discover. It seems

ApvaNceD compuTer EnTERTaINkENT T11
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MAIL ORDER SOFTWARE

Tel : 0767

600984

1 Fed up talking to answerphanes? ]
2 Waiting ages for software?
k| Are you looking for fast Friendly customar

for alf your software needs
You'll be glad you did!

parvice? 30 Con Ki..... 339533993199
LOOK MO FURTHER! 40 Boang 1999.20991999
Ring : 0767 S00984 ALD Tank Kier 28.99....-..... 2859

Armor Geddon16.4% .- ... 16.49

Armayle Tial forl nesw prce:

Antags ... 0449 15901449
s Alnming........ 645 1645
SEGA MEGADRIVE (UK) PRICES Back o Fut 316,45 16,95 16,49
Ean 20.99.71 .49
Alax Kigd Enc Castle it D9 oy || Bt Vsl Tesl ey price
Armold Palmens Golf ... 2805 ||Bame Com . 164971 .49 1649
Budoian . a9 o (| Desst Busters 16.99 .- 1699
Cyberball 25 ag ||Bereysl M. 209
Frrgatien Wards og oo ||Bily the Kid__16.49.21 25 | 5,49
| Ghastousters e aa o |[BUe Mex__19.90.23.0019.99
| Goiden Aze... ... ... i |- 16.49
|&heda . DR gy ||Cosmer Pay OF ._|TH new p.'-\'.lI
Jamas Pord LT R R Y i gl s
Jobn Maddens Foatball 32.00 (|- - :2‘3 2 i,_.:r:::
Mickes Mousa . 2299 (|~ % i
C ... 1659 ;
Magrmwaluar | video..... F2.99 : - =
PGA Tour Gol T8 Wnncs. e
Phantagy Star 2. .. 48.99 1449, .... 1449
Populous 3299 (lewn SLea.....16.49... :
P 3. 23.99 (1w Beholter 16,49 71 49 1645

50 Holme Court Ave

Biggleswade
Beds.
SG18 8PE

Opening hours

Mon - Sat 9am - 6pm

AM PC 5T

Killing Clowd . 15.49.21 .49 1645
Lemmangs ... 15.99. 25 59 | &5
Lite: and Deat. 16.99 16,59
blartan Creams
Segatraaier 20,99, 26.99 20,99

29.99

Metal Wanan! Ted bo rhiowr prrice:
Mhchwinler 2. 28,00 30,00 34 00
Mods_............ ]6.49.17.49 16.49
My seals...... 1649 16,43
Panga Mick Boxl€.44... -

PP Harmumaer WEN Tal o new oras

Powarmonger .20 59,21 49 3099
Pradate 2...... 1649.17 49 16.49
Prabigioek ... 164907 49 1649
Rick Danger 2 16.49....-

Fradroad Tycoon?3 990599 23 99
Search lor King20 99 £1.49....-
Secrel Monkey |6.99.71.4% 1699
Shadow Dancer] 6,99 16.99
Skl & Mhoners 16.49.71.49 16.4%
Speadhsl 7 16.49 L& 49
Sparil of Excab. 30.99.25.00, .
Siella 7 16.49.17.49.,
Storemball . 16.99
Seper Cars 2. 16.49
Sepeemacy ... 20.99.25.99 20.99

16,49

Revenge of Shineli _................ 28.89 IF15 2 Sk 22199 75,99 Ther tnest Miss . Tel new prices
Space Harmar 2 — kN L BBG...  Thooderpws . 16.49.21.49 16.49
Soric the Hedgahog .. 2880 [IFI&ComP__ 164917401645 Toki............ 1649 ... 16.48
Star Coriral 38.99 || Fartasy Word .5.49 549 Tounament G.16.49.17 49 16.49
Super Bassball ... ... e 2889 || Fistura Dragi . 5.99 599 Tumcan 2 1649, ... 1648
B GG P s csomi st et 2R99 || Gods 16.49 ‘Wieang Child,.... 16.4%.17 49 1643
Super Hang On_.._.. ..28.99 || Golden Axe. . 16.49 1645  Warzone 1445, ... 0443
Supar Thunderbiade 20 gy || Gunship 2000 L Warkonds., 1645 2095 1649
Sword of Sodan ... ... 32 95 ||Heeo Quest. 16891740 16.49 Wondelnd.. 00952099
Thundedorce 2. oRog |[HESHEEE . 1640.17.4016.49
‘Waorid Cup Halia 90 ... 2399 PLUS.THESE AND MORE, MORE, MORE!D
oy Goll ... 2.68 FLEASE PHONE FOR FREE LIST OF ALL OTHERS
Lero 'Wing Tl Tar new prcas GAMES AVAILABLE
I Zoom 2.0 —
AMICIA AS00 OMLY ]
AMIGA, ASDD GEM C¥a o
BUSINESS, EDUCATION AND ;E“I'L‘t AS00 GEM « 1 MEG TG
G4 MEGADRIVE + GAME 128 55
UTILITY SOFTWARE AVAILABLE LYNH CONSOILE « POWER e

Please make cheques / PO payable to Voyager Software. All prices inc VAT, UK add £1 for

P&P per software item EC add £2 Non EC add £3 Hardware add £5.

SATURN
SOFTWARE

Large selection of games

available for the Atari
ST and Amiga.

For details write to :

Saturn Software
3 Woodland House
Woodland Rd
London N11 1PN

! or phone 081-368-2701 !

that the Bitmaps can do no
wrong. Roll on Magic Pockets.
# ACE RATING 908 ON AMIGA

HEART OF CHINA
Dynamix/Sierra @ Amiga £TBA
@ IBM PC £40.85

Set in the 1920s Asia, you play
"Lucky' Jake Masters, a down-
on-his-luck pilot who's started
turning to the bottle for solace.
Desperate for money you accept
the job of finding the kid-
napped daughter of a wealthy
businessman, a task that takes
you deep into the heart of revo-
lutionary China... It all adds up
to a rip-roaring adventure
through the East, featuring an
exciting plot, the ability to
switch between characters, apt
arcade sequences, some gor-
geous VGA graphics and highly
atmospheric soundtracks. Every
Dynamix release improves on
the last, and Heart of China is
no exception. An essential pur-
chase for your PC.

# ACE RATING 910 ON IBM PC

JETFIGHTER Il

Velocity/US Gold @ Amiga £TBA
@ |BM PC £39.99

Designed by Bob Dinnerman (of
FlA-18 Interceptor fame), this is
arguably the best flight sim on
PC. Boasting a huge 125 mis-
sions and some state-of-the-art
3D, the accent is firmly on
playability rather than rigorous
technical accuracy. One of the
cleverest features is the
Adventure, in which you play a
deadly game of tactical Chess
with an enemy invasion force,
first flying an attack mission
then defending against the ene-
my's counter-attack, with the
aim of driving the enemy forces
back and eventually out of
America.

# ACE RATING 935 ON IBM PC

LEMMINGS
Psygnosis @ Atari ST £24.99 @

Amiga £24.99 @ PC £24.99

In an age of ever-faster vector
graphics and smoother parallax
scrolls, Psygnosis was the last
company expected to release a
simple-looking game based on
the suicidal tendencies of some
cutesy little rodents. The object
of the game is beautifully
straightforward - you must
guide a certain number of ran-
domly-meandering lemmings to
safety from one end of a peril-
strewn level to the other.. You
can endow chosen lemmings

with a range of special abilities,
such as climb or dig, with which
you can get them past traps and
obstacles. Incredibly playable
and addictive, it's a game that
will hopefully encourage pro-
grammers to spend more time
on a game's gameplay

# ACE RATING 910 ON AMIGA

LOGICAL

Rainbow Arts @ Amiga £24.99 @
Atari 5T £24.99 @ IBM PC £24.99
Will this game make you lose
your marbles? This latest addi-
tion to the ranks of arcade puz-
zlers presents the player with a
'board' made up of gulleys and
rotatable dials. Marbles roll
down the gulleys and can be
slotted into one of four slots in
each dial. The aim is to explode
all the dials on the board by fill-
ing all four dial slots with mar-
bles of the same colour. It all
starts of easily enough, but later
levels feature complications and
restrictions far too bizarre to go
into in the small space available
here. Infuriatingly addictive.

# ACE RATING 895 ON ATARI 5T

MANCHESTER UNITED

EUROPE
Krisalis ® Amiga £25.99 @ Atari

5T £25.99 @ PC £29.99

With the original Manchester
United selling over 100,000
copies, | suppose a sequel was
inevitable. This time around you
can try and take 'the Boys' to
victory in the UEFA, European
and Cup Winner's Cups. The
game is viewed in side-on pseu-
do-3D, and while it's not the
fastest footy game around (the
classic Kick Off still holds that
title) it's without doubt the
prettiest, with a wide range of
animations for nearly all the
footy moves. Add the polished-
till-it-gleams front end and
some nice player manager ele-
ments, and you have a great all-
rounder for any fan of the
National Sport.

# ACE RATING B55 ON AMIGA

MARTIAN DREAMS
Origin/Mindscape ® Amiga
ETBA @ PC £36.99

Game scenarios don't come
much weirder than this. By
means far too contorted to go
into here, the player is acciden-
tally shot through Space to
Mars inside a Jules Verne-
inspired Space Bullet. If this
wasn't strange enough, also
along for the ride are such con-
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temporary luminaries as
Sigmund Freud and Nikola
Teslal Once crash-landed on the
Red Planet, the adventure really
begins, with vicious vegetables
on the prowl, the survivors of a
previous Bullet expedition to
find and the ruins of a dead
civilisation to explore. Origin
fans won't be disappointed and
neither will anybody else.

# ACE RATING 928 ON IEM PC

PIPE DREAM
ElfLucasfilm @ Gameboy £25

(Import)

Most readers will probably be
more familiar with this game
under its original title of
Pipemania. All the action takes
place on a 10 x 7 grid. Using a
cursor you have to drop varying
sections of piping onto the grid,
with the aim of making a
pipeline for 'flooz' to flow
down. Should the flooz leak
before it has passed through a
set number of pipe sections
then it's game over. Later levels
introduce directional pipes (the
flooz MUST flow a certain way)
and obstacles. Infuriatingly
addicitive - it's the sort of game
the Gameboy was designed for.
* ACE RATING 910 ON GAMEBOY

POWERMONGER

Electronic Arts @ Amiga £29.99
@ Atari ST £29.99

A new computer classic, with
the highest ACE rating ever. You
play a warlord, exiled from your
homeland along with twenty
followers, who has just landed
on the shares of 200 islands,
ripe for conguering.
Unfortunately the current resi-
dents are not quite so keen on
your enforced leadership, and
will do all they can to resist you.
Using a similar viewpaoint to
Populous, the landscape is here
polygon-based and thus can be
manipulated in just about any
way you require. The excellent
visuals are supported by highly
atmospheric sound. All control
is by mouse, and couldn’t be
easier. To play it is to worship it.
An absolutely essential buy.

# ACE RATING 973 ON AMIGA

PRINCE OF PERSIA
Broderbund/Domark @ Amiga

£24.99 @ Atari 5T £24.99 ® IEM
PC £24.99

A game that could so easily go
unnoticed and unloved by the
shelf-scouring hordes looking
for the latest licence. The
graphics, when static, are fairly

SEGA MEGADRIVE
(UK) £133.90
AMIGA UPGRADE
£29.99
ATARI LYNX GAMES
£20.25

SEGA GAME GEAR
£92.50
NINTENDO GAMEBOY
£64.50
GAME GEAR GAMES
CALL

unimpressive (although they do
get better on the later levels),
but when they move... The ani-
mation as you guide a young
Prince through umpteen levels
of platforms, pits, spikes and
swordsmen is gquite excellent
and life-like. And the gameplay,
although it may sound unin-
spired, is as good as the graph-
ics. Some of the action has a
real Indy-style cliff-hanger
aspect to it. Miss this and you'll
be crying for weeks!

# ACE RATING 915 ON AMIGA

R-TYPE

IREM @ Gameboy £24.99
(Import)

In one fell swoop, this conver-
sion of the classic coin-op
snatches the crown of Top
Gameboy Shoot-'Em-Up from
Nemesis. All your old favourites
are here: The Force: beam
weapon power-up; Giger-esque
end-of-level aliens; frantic
actions; sweaty palm excite-
ment. How do the programmers
manage to pack so much into
such a small package? Only
IREM have the answer! If
there's one niggling fault it's
the warbling soundtrack, which
cuts out annoyingly everytime a

pink pages

sound effect is played.
# ACE RATING 820 ON GAMEBOY

SAVAGE EMPIRE
Origin/Mindscape @ PC £34.99
® Amiga £TBA

Using the Witima VI interface,
Origin have taken a side-step
from the medieval world of
their previous games, and now
plunge you into a nightmare
scenario where you control a
party of characters mysteriously
transported to a dinosaur-
infested Lost World, A good
yarn well told and - hard to
believe | know - actually better
than Ultima VI,

# ACE RATING 355 ON IBM PC

THE SECRET OF MONKEY

ISLAND
Lucasfilm/US Gold @ Amiga

£25.99 @ Atari 5T £25.99 @ IEM
PC £25.99

Monkey Island is the latest in
the series of animated graphic
adventures pioneered by Sierra
but now proving a nice little
earner for Lucasfilm. You play
Guybrush Threepwood whose
ambition is to become a fully-
fledged pirate. This entails a
lengthy (30 hours is Lucasfilm's

7 DAY 24 HOUR CREDIT CARD HOTLINE (0342)317998
MOST GOODS READY FOR IMMEDIATE 15T CLASS DESPATCH

Postal orders & Cheques to:-

22 Dorman's Park Road
East Grinstead
West Sussex RH19 3E]

MEGA DRIVE GAMES

S —— L.KJAPAN
SONIC THE HEDGHOG 27.00,,.N.A
BICE TRACY ..oooovrinsanns 31.50..27.00
COLDEN AXE................ 27.00..N.A
GHOSTBUSTERS...........27.00..18.00

SUPER MONACO GP...27.00..N A
IMADDEN FOOTBALL31.50..N.A
MICKEY MOUSE...........31.50..23.00
MOON WALKER............ 27.00..24.00

GAMEBOY GAMES
£19.50

DOCTOR MARIO
SUPER MARIO LAND
BURAI FIGHTER
MICKEY MOUSE 2
ROBOCOP
TURTLES
PAPERBOY
GREMLINS 2

JAPANESE GAMES REQUIRE CONVERTOR
'O RUN ON UK CONSOLE ....£11.00
PLEASE MAKE CHEQUE PAYABLE TO :

JFERGUSON
78 SOUTHFLEET ROAD,
ORPINGTON, KENT BR6 95W

We Promise to
match any price
advertised in this
magazine.Just tell
us the price and
we will meet it.

Atari/Amiga

*Utilities*
Accountant Plus V3.3 21599
Accountant V1.3 132.99
Amiiga Home Office 79 o0
Arena Accownts 129.49
Fimancial Controller 33149
Lathice 'C'VE 174.99
Superirase Profess, 1799
Waord-perfect 179.99

*Hardwars*
Atari 520(Turbo pack) 33495
Atar TMFamr'iy currtc i8R 95
Amiga(l Meg/S.Gems) 19935
Fames Consoles
Nintendo (N.E.S.) -
Mutant Set 59.99
Action Set £9.99

Super Famicon + any
fwo games 295.99
- All Games 39.99 -

Actraiser | Astro Laiser | Big Rum
Bomboozal / F-Frro | Final Fig.hr
Gradius I /' Hole -In -One Golf
Filot Wings / Super Mario World
Darins Tunim ¢ Populous / Ultraman
Porwermonger [ Sim City
Super Professional Baseball

+ Ty more

PC Engine
G.T. Handheld 255.49
-All Games 31.95-

Legerd Of Heve Towma § Chase
H.QUI | Motorader Il | Parassl
Stars | Slatterhouse | Wonderboy [T
Young Master | Zero 4 Champ

+ FERY DT

Gameboy 65.49
- All Games 16.49 -

Alleyuray / Amazing Spidersran
Bad Dwides | Balloon Kid / Chase
H.Q. ! Days OFf Thunder | Duck
Tales ! Golf [ Gremlins [I
Gargoyles Quest | King Of The
oo | Kurirk § Qix / R-T‘,-pr
Rad Grawity | Remenge Of The
Gator ! Super Mario World / Selar
Striker ! Solaman's Clil ¥ Tennds
World Cup

+ sEmy move [ dccessonies

Atari Lynx 64.99
- All Games 23.99 -

Basketball /| Chip's Challemge
ElectroCop ¢ NFL Superbowl
Rygar | RoboSquash / STUN
Ruwn‘ﬁcmpulld’]’}qs.l’&hangm
Gates(f emdocom / Xmuyiohf
Slime World [ Rampage
Vindicators | Xybots

+ MRy MOTE | ACCPRSOFIES

Game Gear §9.95
- All Games 21.99 -

Wonder boy / M:rkq Mowuse

Phaycic World | Super Monace

G=LocDragenCrystal Majhong

Sokobhan ! HeadBusters / Pop

Breaker (Baseball 91 (Dewvilish
& MERY FOTE

Master Syst. 74.99
Megadrive 145.99
- Games @25.49 -

ArrowFlask ' Bimind Run
Bonanza Bros { Crack Down
Dick Tracey { Forbidden City
Gatn Ground | [B.Douglas
Boxing / Hidm'ght Resratance
MonsterLair  Mickey Mouse
Somi ¢ The H.r.n'gfimg

- Games @29,99 -

Haridball | | ames Pond 7 Kr'rul
Bowmly /| FGA Tour Golf
Sword Of Vermiillon
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estimate) quest through a world
populated by scurvy knaves and
assorted cut-throats. Game
interaction is made easy-as-pie

by the simple point-'n'-click con-

trol. By turns both tense and
funny, the absorbing atmo-
sphere is only slightly marred by
the overuse of the '™' symbol.
+ ACE RATING 922 ON AMIGA

SONIC THE HEDGEHOG
Sega/Virgin @ Megadrive £34.99

Aaaah, Sonic the Hedgehog. At
last a quality title for Sega’s lit-
tle black beauty that really
shows what the machine can do
in the hands of the inspired. It
certainly makes up for the likes
of Ka*Ge=Ki and Midnight
Resistance. Believe me, you've
never seen a platform game
move this fast. And thankfully,
clever game design has ensured
that high speed doesn't mean
high unplayability. But better
than Mario? Well, perhaps not.
It lacks the Nintendo giants
depth and long-lasting chal-
lenge. But it's a cracking game,
none-the-less, and you'd be a
right fool to miss it. Can't wait
for Sonic 2!

# ACE RATING 925 ON SEGA MD

STRIDER

Sega/Virgin @ Megadrive £39.95
This coin-op conversion was
reviewed some time ago on
home computer. Thankfully, the
Megadrive incarnation is
supremely superior - if you did-
n't know better you'd swear
you were playing the arcade
machine. Strider Hiryu has to
jump and tumble through levels
of arcade-perfect action.
stunning for its graphics, sound
and gameplay, Strider is a must-
buy for any Megadrive owner.
# ACE RATING 919 ON SEGA MD

SUPER MARIOLAND
Nintendo @ Super Famicom (inc.

with grey-import console)
Could this be the best platform
game available? The game fol-
lows the seemingly never-end-
ing adventures of Mario, as he
jumps and joy-rides his way
through 99 sub-levels of plat-
form action. What makes the
game so special - apart from its
superlative graphics, stunning
sound FX and super-satisfying
control - is the never-ending
variety in the gameplay; it's not
all just running and jumping.
Complete this and you can con-

sider yourself a real games
supremo.
# ACE RATING 910 ON FAMICOM

SPACE QUEST IV
Sierra On-Line @ Atari 5T £TBA

@ Amiga £TBA @ IBM PC £34.99
Top-Quality goofball space
adventure with lots of humour
and minimal dithering around.
Sierra have managed to com-
bine excellent graphics and a
bizarre-yet-comprehendable
time-travelling story line. Guide
Roger Wilco through a roller-
coaster adventure involving
absolutely no typing and some
excellent puzzle-design. Every
location contains a surprise! Not
too good if you own a slow PC,
and is virtually unworkable
from floppies. Otherwise, a
pretty essential purchase if you
can put up with the constant
craziness.

# ACE RATING 880 ON IBM PC

WING COMMANDER
COrigin/Mindscape ® Amiga
fTBEA @ PC £34.99

Another 3D space combat
game, but radically uses of stun-
ning ray-traced and digitised

graphics for the spaceships.
They rotate, shrink and grow
with amazing speed and fluidi-
ty. Animated scenes punctuate
the action and present the first
true cinematic experience on a
home computer. The multitude
of missions mean this isn"t a
game of surface gloss. Sadly
only best appreciated on the
high speed PC.

# ACE RATING 949 ON IEM PC

WONDERLAND y
Magnetic Scrolls @ Amiga

£29.99 @ Atari ST £29.99 @ PC
£34.99

The Scrolls, having stunned the
world with The Pawn way back
in 1987, return with a new clas-
sic. An adventure game based
on the famous novel Alice in
Wonderland, the plot follows
the book enough to retain its
weird flavour but not so slavish-
ly as to make it solvable by sim-
ply knowing the story. The lav-
ish text, teeming with hundreds
of tough (but logical} puzzles, is
accompanied by a number of
stunning animated graphic
scenes. The future of adventure
games is here. An essential buy.
# ACE RATING 910 ON IEM PC
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Welcome to a new series of short
stories pavlﬂng homage to the many
varied styles of game genre found
in our vibrant marketplace. Each
month we'll be wowing you with
gripping edge of the seat stories in
the style of a particularly popular
game of the moment. Trﬁs month
our imagination was especially

gripped by semi-cover game and
not boring flight sim Thunderhawk.
And so it is with no little pride that
we present...

BLOOD ON THE ROTOR
BLADES

By Jim Douglas and Gary Whitta

VOLTS

hETngJ leather stra awed Inte Klangghammar's
wrists. Warm, thick bmnran inta little p-u?l:lles along
his forearms. But the centimetre-deep grooves gouged out
3 the abrasive restraints would pale into insignificance
Klangghammar experienced the searing 500,000 volts
that the Clay Courty Jail electric chair was abaut to deliver.
A man with a face like the cold stone of the Eiger and
& heart to match, Ex-Colonel and top chopper pilot Hardy
K mar was about to meet his maker. Resolutely
silent to the last (this, in part was ensured by the black rub-
ber bit forced into his mouth to prevent him biting through
his own tongue during electracution) Klangghammar dis-
passionately mulled over his céafpmre.. enforced drug addic-
tion and framing for a series of grizzly murders ﬁe hands
of Central American drug overlord Manuel Costa Rica
Alberto Fandango.

Klangghammar had dene guesitionable things, and the
world would undoubtedly be a safer place without him,
Indeed, Klangghammar could take it like 8 man, but to die a

coward's death on his own home soil without the chance to
wring the truth - and the life - out of the greasy albino
s.0.bu was making him most unhappy.
As the priest read Klangghammar his last rites and an
orderly ti the steel skull cap around his head, the
izzhed prlot knew these were to be his last moments on
's precious Earth. A distant electrical humming noise
was growing in volume and pitch somewhere behind him,
but he cowsld nat turn his head to see the generator from
which it was coming. What Klangghammar could see,
directly in front of him, was a young man standing behind a
plate glass window, his hand resting gently on a large lever-
switch mounted on the wall. In a few moments that bever
would be thrown dowrnwards, and Klangghammar would
muheﬂucuﬂdmr_.r two jolts tkha't the US penal system
requires to send you to your maker, But Klangghammar
knw that even here he must show no fear, asr'ﬁgr:l so he grit-
ted his teeth and stuck out his chest in one last gesture of
eternal defiance as the priest closed his bible and backed
away. Dignified to th last.
¢ ly, the man behind the glass seemed distracted.
His hand wavered on the switch and then moved away from
it. Cver towards his desk. To... the phone! He listened
to receiver, shaking his head and then nodding.
Klan mar feared his eardrums would burst as he
strained to the point of blackout to try and hear the words
Hrijahm mman hunz up the phone and moticned to
thee skull-cap orderty. ing slightly disgrunted, and
mumbling under his breath, he unstrap the prisomer's
hands, feet and after wrestling the skull cap free, helped
Klanggharnmar to his feet. “You're out,” he said.

PROPOSITION

An hour later and Klangghammiar was sitting in an air-
raft . BEFCES & geculiar% elegant mahogany desk
Showered and inspecting s freshly bancaged wriste,
a I% wrists,

Klangharmmar queetly 1Iilqsl:ened whii Mﬂ'j'lgaﬁdhlktd.

“You're a mreed burnowt, Klangghammar. Your
file makes anything but pleasant reading. Striking a com-
manding officer? Insubordination? Discharging a weapon in
the officers’ canteen? Murder??! I it had been my hand an
that switch you would have fried in a second.”

But it wasn't,” Klangghammar cleverly observed.

“Rightt. And unlike you, | know how to follow ordars.
Hrﬁhul;mfmnﬂﬁn:tup. The very top. We've got a big
.mﬂ .bebhll! we need an El.pﬁﬂdame

"I mmm*ﬂ;&m h lookm

mi now,” said Klangghammar, i

around the room in the arrogant, Ebintermd iaslr-rugnn that
:,hlﬁﬂll:l'rlm;:ufectmg. *I den’t do your dirty work

“Fine,” said Marshall coolly. “Then you can go badk 1o
- the chair.” He looked at his watch. “If we hurry, | think we
- can have you Bar-B-0'd by four.~
Klanggharmmar shifted uncomfortably in his chalr, He

FICTION

didn’t like not having a choice, “What's the deal?” he said

after a long pause. Marshall took a folder from his In-Tray

Earked Top Secret and tossed lﬁal:frluﬁ u:ie desk at
angghammar. Begrudgi & fli ito and

looked at the papers ll:g?d:g%lere wpa'::m m.istp:Eing the girl

in the black-and-white picture on top of the pile.

“Of course you know who that is,” said Marshall, Of
course Klangghammar knew. Every red-blooded man in the
country did,

“That's Tania Jeremysmith, President Jeremysmith's
lﬂor:z daughter. And she's been kidn .* Elangghammar

ed up in disbelief as Marshall continued. “The ClA has
done some digging around and linked the kidnapping to an
international terrorst triad, consisting of a group of Middle
Eastern fanatics, the Russians and some Columblan diug
dealers. Of course you know that Miss Tania is not only the
country’s top glamowr model and film star, but is also the
leading authority on high-energy physics in the western
world. We believe the triad may want her to build them an
Etgﬂi: bomb filled with cocaine to drop on Washington

“The bastards, " muttered Klanghammar, Marshall nod-
ded, and then leaned forward across the desk, his face an
iron mask of sincerity. “There's something else, The
President has developed a rare bone condition - it's fatal
urnless he receives a marrow injecthon within the next 24
haurs. Not only is Tania his only living relative and therefore
the only person with compatible marrow, her special surgi-
cal training makes her the only person in the workd capagle
of completing such a complex operation. And with the UIS-
Soviet summit tomarrow, we need her back, Hardy."

Klangghammar decided to play it cool. He'd played
plenty of er in his time, and knew that he was playing
verbal poker with Marshall here. And even though he knew
he had a losing hand, he was playing his cards close to his
chest. “What's in it far me?” he asked.

- "We want you to fly in, bust some heads, rescue the

irl anvd bring her back safely. if you do all that in time and

e transplant operation is a success, there may be a presi-
dential pardon. You'll go free and your record will be wipsd
clean, What do you s.a]l.:::;

Klangghammar t ht it ower for a few moments.
“Can | have a gun?” he asked. Marshall nodded. "I'm in.” he
said. They didn't shake hands.

TRANSPORT

The AH-64-2218-69-724125-XL5-BLT-346 Super
Thunderhawk Low-Level Interdiction Stealth Combat
Helicopter sat dormant on the helipad, as Klangghammar
emerged from the hangar dressed in his flight gear and car-
rying his laser-guided targetting vector helmet. He breathed
i the cald, sharp m-urn;:a(ai:r and looked at the sleek, black
shape of the Thunderhawk. Billions of dollars and the west-
ern world's greatest military minds had gone into building
it, so it looked maore like a shadow than a helicopter, even
up close. Radar couldn’t see it. Sonar couldn't hear it. Not
avien the human éye could ever be sure if it was actually
there or not. The weapons it carried were enough to raze a
small third-world nation to the ground, and they had done
on several occasions during some of the USAS less-publicised
wars. This was a monster, a demon from every Russian's
worst pillow-biting nightmare, It was the ultimate combat
Weapen

“Good to be back,” thought Klanghammar as he
walked across the tarmac towards the helicopter - at least
ha thought he was walking towards it, it was always diffi-
cult to tell because of the way the special mulitplexar cam-
caiflage hull bent the light around it. Klanghammar groped
his way around the helipad like a blind man for ten minutes
uritil he flnall];.- found the Thunderhawk by walking into the
tail rotor. He felt his way along the body of the machine
and climbed into the cockpit. Then he got his first surprise.
He was used to flyi:lﬂ Hueys and A-105 in Nam, and was not
prepared for the technological marvel that faced him now:.
Instead of the usual complicated joystick controls, in front of
the chair was a single Amiga mouse, resting on a bolted-
down mousemat. Ever since the tiny software house from
Derby, England had demonstrated how it was possible te

control a helicopter si:?ly by using a two-button mouse,
they had been standard equipment in all combat heli-
COPLErs.

~ "It takes a litthe getting used to,” said the voice from
beside him., Klanghammar turned to see Marshall standin
there, "But once get used to it it's much easier than a
that cyclic and collective balony. You can cycle through your
wieapons using the RETURN key,” he continued, pointing to
the customised Amiga 500 that formed the helicopter's cen-
tral control console. “Remember you've anly got 24 hours to
complete the mission, so synchronise your watch. And just in
case you had any ideas about jetting off to Cuba in this litthe
bakby, the water in the drinking fountain that you used
before you changed contains a slow-acting posan, You'll be
dead in 24 hours unless you return here to have the anti-
dote administered. And we'll only do it if the President’s
daughter is with you.

“Christl” Klanghammer spat at him through gritted
teeth and lunged at him, but Marshall just backed away
laughing and shut the cockpit door. “I think you'd better
get a move on,” he said,

FIREFIGHT

The whispering turbines of the Thunderhawk pulled
Klangghammar throwgh the dawn. Hugging the terrain, the
modpp-e_-r flew south away from the cities, the skyscrapers
and civilisation into the untamed warzone that is central

pink pages

America, He figured that he had a good twenty minutes to
locate the terrorist base, would spend a further ten minutes
softening up the defences with FFAR missibes and the 60mm
chain gun before landing and rescuing Tania.

He figured wrong. e*:l were on him like buzzards
round a corpse. Ten, maybe fifteen hostile radar blips
worked their way towards the Thunderhawk. Some moving
faster than others. The quick anes were MiGs, The slowar
leoked like mare choppers,

'Fiz.. 2, murmured Kla hammar as he performed
an ide loop and flicked the Thunderhawk upside down
to face the first en chopper, *..for them.”

Abdullah llﬂd'l nksi hadm't been out of the acade-
my long. He could hit the cardboard ground ta and
could make HJ:IIE‘II!,' good attempt at downing big

urmmy

helivm-filled but a live target, let alone a
target as slippery amm the airbane o etl pre-

sented by Hardy Klangghammar in the Thund Was
another matter entire
Skankski fumbled with his *Live™ switch, feeling a

peculiar qiggolr excitement ai he became aware of the
impartance of his situation. Could he, a lowdy third-rate just-
out-of-training combat novice really be about to down the
legendary Klangghammar, thus thwarting the West's plans
for ak':eaceful conclusion to tamorrow's Soviet summit?

Could he, a oily yellow-toothed communist with il fit-
ting overalls na success with women put an end to the
:?E_nda career of the Americano’s most feared and

rrur;d ing ace and womaniser?

Q.
As Skanksi prepared his twin cannons and tried a back-
up manceuvre of locking on with his Air-to-Airs, the

underhawk barrel-rolled towards him out of the early

morning sun, delivering a salvo of heat-seeking rockets and
rmini gun fire. And in the rotor blades’ swirl, the flash of the
cannon, the glint of sunlight on the cabin window, and in
the reflective lenses of his victorious combatant’s Ban
Awiators, Skanksi believed he saw in turn each Rider of the
Apocalypse. Bﬁedalry Death.

Banging his head like a demented gibbon and aying
and wailing like the big commie girl's blouse that he was,
Skanksi prepared for his white-hot lead and caudite, bone
cracking, hair bleaching death. it was all over in a second,

Righting the Thunderhawk and lighting another
Marlboro, Klangghammar calmly waited for the radar bl
of his victim to disappear from the screen. His then lEII
on the three MiGs bearing down from the north in standard
arrow-head formation.

“Any more for any more,” he asked with a smile,
The trio of MiGs mn-.-eged and began their multiple-G
attack run, fingers twi m4i| on their missile triggers and
singing the Russian national anthem, Klanggharmmar gpent
a few moments calmly trying to tune into a good radio sta-
tioin, and after a few moments’ knob-teni “Living in
America” by James Brown blasted over the g onic
surround-sound speakers. Klangghammar cranked it up to
the max and switched it to the external me.

Something was getting to Komrade hvan
Boristowski, squadron leader of the elite Red Skorpion
Airborne Tactical R Unit, the fastest and best air
force in the world - that is, of course, apart from the one-
man squadron that was the legendary Hardy
Klangghammar. he was singing the naticonal
anthemn as loudly and bravely as he could, he couldn’t help
tapping his feet and clicking his fin%:s to the mysteriows
funky sound that was seeping into his helmet, and seemed
to be cmnmihfrum directly ahead. From K| mar!

“Niet! Niet!” Screamed Boristovskl and drowned out
the sound. He opened the throtthe further and screamed
across the sky, hs two wingmen in tow. This time,
Klangghammar, you will not be so clever...

~_But he was. Klangghammar could now see the three
tiny MiGs about a mile off, thundering towards him out of
the sun. A deadly game of aerial chicken was about to
begin, and Klangghammar wasn't about to back down. His
mind cast back to when he was a small child, and would
play chicken against his friends with petrol tankers. He
ahways used to win, and this wasn't qu;_ldiﬂm. 5l
and with a malicious smile on his face, he cranked the throt-
tle to maximum power...

Baoristowski was starting to lose his cool. The
Thunderhawk was now accelerating directly towards them
at an incredible 2000 knots, and was showing no signs of
turning. But Boristovski had lh\rlg been taught that the
Americans were cowards.... surely Klangghammar would
swerve at the last minute?

Klanggharmmar, row just a few thousand feet
from the advancing MiGs let loose a short burst of the chain
gun, and two-hu miercury-tipped hollow-points
turmied are of the MiGs to a flaming wredk that fell out of
the sl\;llike a dead bird. Boristovski and his remaining w‘l:’p
man, flinched but pushed on. Surely he would swerve at the
last minute...7

With just a hundred feet between Klanghammar and
the two MiGs, Boristovski bottled it like the borscht-guz-
zling yellowbelly he was, and tried to swerve to avoid the
inevitable collision. But the other MIG tried the same
maneouvre at the same time, and the two planes crashed
into each other and exploded in a ball of white flame.
Iilangﬂhammar. etely calm, flew through the firaball
and, through the it window, saw Boristovski falling,
screaming through the air below him, his helmet melting
with the intense around his head. Their met for a
moment and Kla amaremﬂedhﬁmm finger
and smiled in one farewell gesture.

Boristovski hit the ground and his evil little communist
body shattered in a second. His standard pilot's issue pistal,
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{Continued from page 115}

loaded round S
frar red over the combat zone and sur-
ion he had creaied, his almost super-
datected a frantic whistiing above the now
nderhawk

of Thui 1

b At A it o fatad

ng afr n ally as
skilled and gp-nuls pﬁumﬁaﬂm subse-

in and impact with the ground, aven

murnmmnmm' ‘o the test and,

compression breaks to 80% of his vertabrae, cuts

and eoncussion, ha passed out.

QUESTIONS

| of eooking meat was hardly the first thing

pected to nolice as he came round. On

tha emell was coming from the smoul-

his own chast, and the cooking imple-
axpansive Cuban cigar,

couldn't help but allow himsel! a wry smile.

y steenking infidel capitalist pesg,” rasped
Mﬁhhﬂhﬂ?ﬂﬂbﬂomrmﬂfmm.
wﬂudummaml?rmahwﬂmm-
diederious communist oil philosophy! But wee wesl not lat you
die slowly. Oh, no, Meester Mot Sa Clever Mow. Est weel
probably take weeks before your hean gives aul undear the
eantense pointy sticky stabby torture we have lined up for
L.
Wrmmwﬂmamﬂmmﬂw
phelgm mmmm.nmnwmminmmé
Irickied down his chesk. The figure smiled and wiped tha
forward and let Klangghammar see
of his life.

I a cracked pair of sunglasses
brown teeth was Manuel Costa Rica
viclous dealer and international mar-

only been rasponsible for the eye-watar-

W{F mmﬂ;ﬁr:danfm
Wias on 'S |
tarturer at the time), but who had h—amrfaw

trgrda number of sexually-motivated murders
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was free.
T fried to higa his expression of relisf and
remainad iner, allowing the Iragis 1o get closer, within striking
m‘l?l-w:.tuppwh the ing table and looked down at
Klangghammar, nmlrinn. are a dead man, Americanos,”
sneered one of them and produced from the tray of instr-
mr%m mmﬂgju'
n on " screamed mar and his
Rt upwartc. X it he botiom of #16 retuting s Snd sushad
h‘d%mqﬂuﬂmﬂlﬂuﬂmlrﬂ_ﬂﬂa!m.wﬂwnm
and ng 4t his throat, which was pumpéng out thick red
bhood in powerful, jate, Tha other [ragi want for his balt
holster, but Kla mirmar, with his Delta Force iraining was
tast and had picked the ather locks. He lept up
the table af the ing, cowardly Iragi and knocked
o, ing for his life like a little gin.
do him no good - a second later, K mimar
his neck like a dry twig and stood up from the twitch-
in tha comer, the ather Iragi had déed from loss
his face contorted Info a grim death mask.
“had nao time 1o waste. He took sach of the
pistols and chambered around info each,
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As threw open the twin doors from the lor-
wiwmmmwm%lﬂmmn , two
ﬂ:rd:.wha wara patralling lazily at the atfer end, noticed

frantically for their riflas, which were slung
. hammar as

. “Diarn, "hissad

a pistal in sach hand,
o mrflemm : sk I s
ania way. ;
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complex, running this way and that. Fandango, wha hadn't a

clue what was going on, grabbed hold of a young sergeant
"Wou,” ha . "What's on'’? ot
“The Americancs.” hissed the sergeant, a hint of terror in
hig voice, Fand

noticed there was a du?. dark patch
around the top of his frousers. “He escape” Stunned,
Fandango released the soldier, and he ran off down the corri-
dor atter his men. "So K mrnar,” he said with a grin
that was barely detectable. meat again. For old tmes’
sake.” Fandango released the buckle cfip on his belt holster
and walked away down the cormidor,

NINJITSU

A turious firefight was ensuing. Klangghammar was slug-
ging Hmwmnwwh nndryilanldiau.nmwm
constanily peppami' walks around him with machine gun

hammar

fira. Klangg ariginally baen intercaptad by a gar-
son of lilty soldiers. but thirty of them had already been
downed by Kl mars crack markemanship and a

selection of axolic ninjitsu techniques. Now he was holed in
behind this docrway, and these was no way oul - mare men
would be arriving any minute, and he was down o his last
clip. Klanghammar sent anather burst of riflé fire screaming
down the comidor and another four soldiers fall to the ground.,
blood pummwl their punctured bodies, There was anoth-
ar burst of fire the enemy, and Klangghammar was
forced back into the docrway Tor cover.

BEARS

He tried the door. Locked. Mot even one of Klangghamar's
famous shoulder-barges, from his days as-the Chicago Bears
Cuarterback would open it. Knowing that he couldn't fight it
out hene fior much longer, he jammed the rifle barel info the

hoba and fired an extended bursl. The hot lead the
completely off and tha door swung open. K T
fell inside as another voliey of 3mm shells impa around

him.

He was inside a cell. The window was barred, there was
siraw on the ﬂmt:;nd the walls wera dank and scarred from
years of people trying 1o acratch theair oul, with little suc-
cass. But the call d?ha\ra ong Imuasl?i-wng feaiune -
in the cormer of the room ,weeping and with her hands held
leedly aver her haad as If fo pratect harsall, was Tania.
Racognising har Instantly, K hammar ran over to her and
trigd 1o help her up, but she fought him off, kicking and
BLTE B

"Relax!” he said, trying 1o calm her down. “I'm hera 1o res-
cue you, The name's hammar Hardy Klangghammar,”
he said. He was glad ha had changed his name all those

ars ago. w. "The name's Pensonky-
didn’{ have %lnlm the same ring. "Come on,” he said
“Wa don't have much time.”
GOD

Tania seemed to calm down and Kiangghammar managed
to get her 1o her feat. He brushed her matted hair away from
her face and liftad her face 1o look af her. God, she was baau-
tiful. Her face fke a pink s#k paliow with two big biue jems
embrokdad Into i, Her body was encugh io drive any man to
drink and home again. Even Klangghammar was speechiess
for a few momens, before the shouting of the oaching

reks outside snapped him out of it. He threw Tania o the

, where she would be sale, and draw back the bolt on his
assaull rifle. As the soldiers piled info the cell, Kiangghamsmar
lat rip and fore into tha u ing foredgners, One by one
they 1ol screaming o the floos until Klangghammar ran out of
amme and drog the rifle 1o the floor. The soldisrs ware still
advancing - same tripped and fedl on the bodies of their dead
comiades, but a good dozen of them had made it through
salely, and were now only milliseconds away from furning
Klangghammar and Tania into five hundred pounds of ground
beal

Bt Kl mar had come 1o far o give up now. Ha
knew that to in the towael just whaen he was on the brink
of rescuing Tania and saving the free world from the power-

abbing commies and thelr powder-sniffing pldymates would

1o let not ondy his country down, but o I8 himsed down as
will. With a blood-curdling scream that the unfartunate fas-
cists would take io their graves, Klangghammar lept at the
body of guards, killing threa instantly with a seqies of compll-
cated silent nerve-pinches that.only a handiul of paople out-
side of were ralned 1o do. ut any formal milita
training o fall back on, the remaining soldiers panicked a

fire: bdindly, Inadvartantiy killing a further seven with
thelr own bullets. As the |ast few ran around in disarray,
Kl mimar tock a fifle from ona of the corpses and
spread their innards around the cefl. The last body, blood
floading from his mouth, fall to the fioor a8 the echa of gunfire
guietened, and then here was silence again. Klangghammar
cotghed and fannad away the gunsmoke, than grabbed Tania
and pulled her up. “Let's gel culta herg®, he said. A rescus
Izn't campleta unless semeons "Let's get outia hera®,

Klangghammar led Tania through the smoke-filled and
burning corridors, being careful 1o step over the scores of
corpses which littered the floors as far as the eye could see In
_::ﬂ dg:lmn. There was no mistaking Klangghammar's

Ll .

After some more searching, K mmar and Tania
stiumblad oul inlo the daylight and B 3Cross the tarmac
to find - to his amazement - the Thundarhawk, fmrrnﬁamd.
fuslled and mﬂf 1o go! Fﬂndal;ﬂu must have phan o usa
il to drop his § on DC, Klangghammar thought as he
dragged the terrified Tania across the tamac t s the
Thunderhawi. He ook a slim,back remote control unit from
his pocket and hit a buttan. "ignition”, he sald vo the wit's
mnhuﬂt microphone, and a second later the Thunderhawk's

started to turn slowly &8s the luibines fired up with a

high-pitchad whining sound.

arm sirens were still sounding all around the camp, and
Klangghammar noticed that, irem across the compound, a
frash Famsnn of soldiers were running towards tham,
maching-guns blazing. Klangghammar caught a eouple of bul-
lats mg‘m chest, but sh;:u - lllt'mﬂ'h off and continued sprint-
ing at Liympic spead - ha n't won those seven
nn'hgdals!%rmg.arﬂilwas 1nsmuha_1haﬁhadﬂw
aold . As he ran he pulled his pistol and picked off a cou-
phdgmm. then stopped by the side of the
halicopter, which was now up o speed and ready 10 take off.

"Gt in,” ha said. Tania didn't need much persuading
climbed into the passenger seal witho
Klangghammar ran round bo the other side, calching
mare bullets in the process. As he opened the
in, the first mlderw;mmpmpodmm
1o wresta him to the ground. Without any effon.
Klangghammar just him up a
razor-sharp rotor blades to all the
o Whan 1 rméng soldier finally stopped

angghammar dropped his m
paused for a second 1o wipe the the
windshield and climbed inside. The rest of the soldiars wers
almast on them, and just as two o three of them made a grab
for the side of the helicopter, it took off and howered above
them. Machine-gun firg ricocheted harm itanis
null. Klangghammar was getting tired of this. He hald
the right mouse buthoen and the sel-aimi

ned fira, cutting through the garrison of helpless
like & laser beam el butter. There wasn't much
sCreaming. Klangghammar had fired gwar a thousand rounds
in the last five seconds. He raleased the tri buticn and
turnid the helicopter wes!. "We'ra headed . e said
through the cockpé mike.
PIG

But just as the Thunderha wtﬂewm#ﬁmoumw
fiar and into neutral termitory, Klangghammar h the scuffle
from behind him and tumed o see Fandange, in the back
seat, with his arm round Tanla's neck and a .45 automatic
pressed to her farhead. “Turn the chopper around,
Klangghammar,” he squealed ke a stuck pig. "And no
or the gets " ammar had no choics but
obey. He pushed the mouse back around towards
“When we get back, | ham o hanve my fun
nice girly, mdlhmqpoirﬂ 0 make watch. you kg
that, sSeeanor scum?” sneared F . Ha &0 pleased
mmhlmﬂmtmnadrﬂnndmum?ahmrurwﬂu
un from the door panel and cock If slantly. :
“Sounds like a riot,” said KI mmar and fined the flare

:
|
:

E&
Egsgi

E_m!hm the back of his gwn chair and right into

andango’s crotch. The greasy commia agany
as hig private pars were -grilled by the distress flare
he hig gun, Kia mar &aw his chance and
kickad Fandango hard in the side, sanding him flying out of
the side of the helicopter. They were ten ol et o
“Kia haaaammmaaaar™ screamed F

as he plummeted o the ground, his groin still ablaze. From
the copter window, Klangghammar saw Fandango, unforfy-
mﬁMIut.lmlmmﬁllpumwl}rmm
ity . "l guess 5 ca
ﬁt:,‘m!;dKFmenmummmm mlﬂ'
nd o his HUD and locked on 8 AMRAAMSLAM mis-
sile. the bisps in his helmet speaker turmed into a steady
tong, Klanghammar hit the beft mouse button and saw a
smaoke frail arc from the low-siking mulliple missile of the
Thunderhawk into the distance, A few seconds later

fowards ;

As the famifiar sight of the White House dome came into
vigw, Klangghamsmar talt a shooling pain in his arm. Ha
looked at his watch: 23:57 and ficking - e had only a hew
minutas 1o get back to base bators the poison ax hiz
haart and took his life. Swaarhl'rép profusely, Klanggharmmar

5

CRASH!

Much 1o the mﬁaufh?wmmﬁw
SEESION WAk var nﬂal]rll#arruptadu henirug
it the: Wiite Housa dome and

Tan minutes later, Klangghammar, Tania, the Prasident
and Jack Marshall were standing around the wrechage of the

Thundearhawk mﬁﬂrﬁua Coke o, ‘How can | ever than
," said Tania, 05 ayes with ior.
hammar stepped forsrard and put his anms

around her. "You could marry me,” he suggasted. y,” said o
Tania, “buil wa'll have to make it quick. I've got a swimwear
shmtinhﬁguaatiuur.u:dﬂwnh:gﬂmmnhﬂ.mm-_
those NASA guys work some bugs of thair

detaciion software.” With that they kissed, evaryone

ad and the Presidant lad In:mm'mmn.
Efqudfﬂlm.'For Harg;mwmr,thw
more trus.
THE END

Next Month:
Patting and Passion in

Love on the Green Baize

inspired by fimmy White's Whirtwind Snooker.
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Our monthly
prize word
puzzler, set by
the inimitable
MIPS

PUZZLE PRIZES

i you're the sender of the first
correct crossword solution out of
the hat, you'll get a free game for
your machine. We regret that we
cannot specity exact titles, but
we'll do our utmost to ensure that
the prizes get your adrenalin
pumping. Don't forget to specify
yoir machine format!

CLUES
ACROSS

5 No charge to drop
from 'Swords of
Twilight' software
house (4,4)

7 Kind of light wine
one swallowed (4)

8 Changes code - Ed's put it in (5)
9 Elite game Leo and Dino played together (7) HOW TO ENTER
10 Pa cures my new game from Virgin (9) s S
11 Being under twenty, she rules the game (4,5) worth up to £25 for your machine
14 Rat torn to pieces in game (7) If you're the sender of the first

correct crossword solution out of
15 Computer helping to write comic routing (5) R0 The address to send your
17 Loathe Gremlin game (4) AcE m:::..r 91 Crassword,
18 Everything shown by the runes I've cast (8) Priory Court

Farringdon Lane

London

ECTIR 3AU

The deadline for entries is the first
CLUES DOWN e e
1st is a Sunday, entries received on
1 Flintstone's first from Ubi Soft (4) B N T
2 Game that's a bit of a cult I'm assured (6)
3 Brown dog! (6)
4 Look out - leaders got Ron to form software
house (8)
6 Be all-consuming! (3,2)
10 Clark Kent's transla-
tion of Ubermensch! (8)
11 Heighten general
awareness about
Domark subsidiary (6)
12 Duos rewriting after
ex developed game
from Origin Systems (6)
13 Banishment from
Audiogenic (5)
16 A game of hazard
from Leisure Genius (4)

Make sure you don't
miss next month's
competition - it'll be
the last! To find out
why, and what will
replace it, don't miss  'f
next month's issue!
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ACE MAGAZINE DOES NOT CONDONE
PIRACY! ANY ENTRIES WILL BE

FUORWARDED T THE

FEDERATHIN AGAINST
SOFTWARE THEFT.

ACE

READERS' PAGES

PC ENGINE + JOYSTICK

4 games. formation soccer,
slatterhouse, Ninja spirit,
Gunhead £140 0233 627839

ATARI 520STFM 4 months old |

| 520STE 1 MB Memory 1 MB
| external drive Mastersound 2

with over £1200 worth games
+ mouse joystick andmouse
holder £400 Tel: 08907
T1564.

ST AND PC games for sale or
swap. All originals. PO Box 76
29952 Heerjansdam, Halland

ATAR| 5205TFM with £300
worth softare Inc Discovery
Pack, F19, Populous, Falcon.
VGC £300 ono Phone 081-
852-3575 evenings.

JAPAMESE scart PC engine
with 5 player adaptor + three
joypads plus 8 games
includes Gunhead, F-Soccer
R-Type Bargain £250 Call
081-540-6346.

ATARI| 520 STFM Power Pack
Games plus many others.
Joystick quick sale £220 Tel
0784-242554,

AMSTRAD 464 Colour
monitor voice synthesiser
three joysticks light pen, 100 +
games £300 Tel: 081-981-
9835

NEOQO GEO Console with
magician Lord and Nam 1975.
Good condition Will accept
offers around £300 Tel: 0522-
546271 (Stuart)

AMSTRAD CPC464
Modulator joystick over 100
games inc Robocop Rainbow
Island Mightbreed Worth £530
Sell for £180 ono (0602)
397916

ATARI 5T 1 MEG Drive
joystick £800 of software inc
Corporation, Powermaonger
K02 Sell for £400 Tel: 0705-
504765

AMSTRAD CPC464 Colour
monitor + disk drive over 25
games tape & disk £150 ono
Tel : Daniel 081-445-3723

SEGA MEGADRIVE Boxed
good as new two joypads & 8
gamas £375 ono Tel: Daniel
081-445-3723 London

ACE MAGAZIMESIoves 1 to
date Linigue opportunity inc
Binders Tel Cardiff 569115
Also PC Plus PC Today etc..

Syncro express 2 36 original
simcity BAT Baal ete.. £399
Call Lee 0222-843051

ATARI 520ST for sale 50

| game mouse excellent
| condition Bargain £299 Tel:
071-359-9053

ATARI STFM 2 joysticks

| mouse manuals £500 worth
| games including Corporation

Op Wolf Manchester Utd Etc..
£2.60 Tel 07376645331

HELP NEEDED for starting

Amiga energiser Club which
buys, sells and exchanges
your used original software
desperately needs games to
get started. Will pay good
prices depending upon quality.
Faor rough value telephone
(0789) 764039 for exact price
send disks with telephone
number or SAE to : Amiga

g Energiser, Andrew Stanford

15 Fields Park Drive Alcestar

| Warwicks Also D Paint 2 only

£25

HELP desperately seeking
Wing Commander 5.25: IBM
Wil trade Red Baron Sim City
or others. Please contact
Kevin (0249) 445025 106

| Queens Cres. Chippenham

Wilts SN14 ONP

HELF needed on Maonkey
Island | can;t get into the
mansion write to Mattioli 2B
Cranford Rd, Tonbridge. Kent
TN10 4UN

HELP given on many old and
new adventura games send

worth over £500 only £120 |
am also looking 1o join a user
group for the Amiga Anyone?
Write to : Stephen Maughan,
Timberton House, The Mount,

| Buckenham Tofts, Thetford,

Morfolk.

CAM ANYONE TELL me the
file structure of Deluxe paint 2
Picture files in IBM PC Also |
would like to contact any

| Pascal C or 8086

programmers with view to
forming Demo group Contact
Lee Bochicchio 41 Pear Tree
Ave Copull Lancashire or

| phone 0257-793150

HELP coder wanted for up
and coming Amiga demo
group. Have GFX musicians
spreaders Ring 0282 815903

| Mo lamers please.

| "Console owners want the
| latest news, game reviews

| tips cheats and bugs then you

| HELPLINE |

| console owners. For a free

need ‘Electric brain” - the
fanzine for Hi Tech game

sample copy send a large
SAE to ONN Lee 125 Arnold
Rd Bestwood Estate
Mottingham We suppart most

| majer console - including

Megadtrive Super Famicon
Gameboy and PC Engine
{unlike other magfazines!!)

SWAP my LYNX with PSU
and Calif Games for
Gameboy plus Games (Harts)
0442-249031 Ask for Alex

| Have completed Wing
Commander Kings Quest 5
Space Quest § Leisure Suit
Larry 2 and can offer help on
Super Off Road, Zenon 2

: Silent Sérvice 2 Red baron

and Tean Yankee. Phone
Anthony on 0246-434509
after 5 weekdays and anytime

| weekends.

| PLEASE help solutions to

SAE for list Also C64 with disk |
| drive Geos many games and
| Action replay 6 2 yrs old

Kings Quest 2 Fack
McKracken Larry (1-3) Deja
Vu | would be grateful if you
could help.

HELP needed on rainbow
Islands for finishing Level 1
Passing the spider Hisham
Khalia, PO Box 5364 Minama

| Bahrain, Arabian Gulf

DESPERATELY trying to find
Lynx with a few games willing

| to swap Nintendo G110 worth

of games light gun two
joypads Nes advantage

. joystick still boxed with

manuals worth £210 I
interested call or write to
Philip Cohen Address 3

| Peerage Way Emerson Park

| Hornchurch Essex Tel: 04024

42242

HELP WANTED on Zynaps
infinite lives for Amiga Also

| any help for HATE have got

. loads of tips fore other

gasmes If anyone wants the,
Dave Moore 9 Edinburgh
Way, Dersingham Kings Lynn
PE31 6JJ

BIG IDIOT needs help in

| Delphines Future Wars Full

| solution would make me very
| happy Write toC Angell 10

| Laggary Park, Helensburgh,

Dunbartonshire, Scotland

STUCK in a game? Then |

| may be able to help. With

over 100 cheats and so

| solutions for adventuures

| Send £1 + SAE to Daniel

| Moore 133 Cambridge Drive
| Ipswich IP2 9UN

| HELP NEEDED desperately |

| am forming a new crew for the |

| Atari 3T and we intend fo

code games demos ete In
68000 machine code. | would
apprectiate any help in the
way of source code, demos

| etc. or even tips and advive
| Contacts Also reeally needed
| Write now to Emmet

Fitzpatrick Corkearan
Ballybay, Co Monaghan
Ireland

| SEVEN CITIES OF GOLD

Want help with games? | hava |
| NEED TV Tuner for NEC GT

cheats on disk Send SAE to

| 12 Dudley Rd Brighton E
| Sussex

| PC Engine that will pick up TV |

(PC & AM) and other games

by D Puntel High reward Write |

M Koivula, Tiiranranta 7
01800 Klaukkala, Finland.

stations in the UK Willing to

swap either Columns,
Operation Wolf Outrun or R-
Type (All brand new in boxes
just bought fromJapan. Write
to Thomas Quinn at 76

| Coventry RD Market,

| Harborough Leictesreshire
| LE16 9BZ or Phone DB58-

| 410233 (9-5) Badly need so
| please hurry.

ATARI LYNX Fanzine needs
writers artists Contact Lynx
user 11 Montgomery Rd,
Spencers Wood Reading RG7

| GAMEBOY owners need

| games reviewing and rating

| want to know which are the

| best games to buy Please

| also send me tips Send 50 in

stamps to Mark Brailsford, 29
Horndean Rd, Sheffield 55
Also urgently seeking tips for
IBM PC games.

| HELP needed (again) | need
| 1o get past the Beast in
| Hitchhikers Guide to the

Galaxy. | can give help to
anyone stuck in Planetfall too
. Contact James Lyon, 18
barony Terrace Edinburgh

| 031-334-1713

NOTICE!
Unfortunately, due to
piracy groups using the
Penpals section, ACE
have been forced to
discontinue this part of

the Readers Page. We
apologise to genuine
advertisers for any
inconvenience.
Any suspicious entries
will be forwarded to the
Federation of Free
Traders who will take
action against Pirates,,

NOTICE!
DO YOU WANT TO BE
IN OUR READERS

“ NINTENDO
) GAMEBOY

LYNX

The leading Video game specialists. Send for lists (state make of game)

i Europes Largest Stock of Video Games & Cartridges For —

INFEUWN S0

TEI.EM WIGSTON, LEICESTER, LEB 1TE. (0533-880445)

. SEEA MEGRA DRIVE
G SUPER GRAFX

PAGES?
YES?
THEN FILL IN THE
ENTRY FORM AND
STICKIT IN THE
POST!
60080 ) g
7800




pink pages

FREEBIES

More public domain play
power from Pat Winstanley -
and yet more unauthorised
versions of old favourites...

NYET

PC - £4.00 - Shareware

Fantasia Shareware (GAM-107)

Tetris addicts are in for a treat with this apparent clone
from Fantasia.

Just in case you've never seen Tetris the game
involves manipulating falling coloured shapes. Each piece
can be rotated and moved left or right, the idea being to
position the shape so that when it reaches the bottam of
the well, the place it settles helps to create a solid line of
colour from one side to the other.

Sounds simple? It isn't. You have no cholce of which
shapes will come or in what order 3o some frantic manip-
ulations ensue while stacking unwanted {for the moment)
shapes out of the way.

If the stack of shapes reaches the top of the screen
you've lost. Each time you manage a celaured line, that
line is removed from the screen, allowing shapes above to
drop down. This often produces a completely different set
of gaps to be filled and and necessitates a rapid tactical
rethink.

Although not precisely ‘state of the art’, the game is .

simple to play with a good choice of keys, Left and right
are gperated by )’ & 'L’ while the the "K” key in between
rotates the shape. Tapping the spacebar accelerates the
fall of the shape. Colours aren't too bad either (the KCS
{Amiga) PC Emulater displays eight) but although there is
a toggle for sound, | couldn’t get a squeak out of the
game.

This is the sort of program which either grabs or it
doesn't. Personally | find it a little tedious but a friend is
utterly hooked. Either way it's not too expensive to give it
atry.

GAMES II

= £1.50 &50p post -
\I'IIIy PD
When a PD disk arrives with simply a reference number
its worth jotting a note down on the label to say what

ACE FREEBIES WORKS!

ACE knows this column actually results
in more sales for participating libraries -
- at least one has had to be rescued from
under the deluge of extra mail. 5o why,
we wonder, do we have to put so much
effort into locating suitable software? If
you're running a library and want to
. boost your business, phone Steve Cooke
on 071 251 6222 for information about
editorial coverage in this section.

the game is about. My note for this disk was Ol Timers®.

The disk consists of six programs including beautiful
{but presumably unlicensed) conversions of Space
Invaders, Missile Command, Qix and Galaxian together
with a couple of puzzle games. Each is a good game in its
own right and as the disk as a whaole is superb value,
{Although it's a shame that it appears to have been put
together by software thieves - heaven knows what Atari
et al think of this sort of thing.)

Newcomers to computing will be able to find out
what the old hands are referring to when discussing
ancient history and thote who lost their old favourites
through upgrading will find plenty of nostalgia.

POM POM
GUNNER

Amiga - £1.10 & 50p post - PD

Vally PD

Mindiess blasting seems to have gone out of fashion these
days with all the strategic elements which pepper recent
shoot-em-ups. With this in mind | was pleased to find this
disk in a bundle sent recently.

5et in the 2nd World War, you man an American Pom
Pom gun during a Japanese air attack, As aircraft fly
across the screen in pseudo 30, the joystick cantrols your
gunsight and the fire button your trigger. And that's
about all there is to the game - but it ain't half fun.

The backdrops and planes are digitised. Despite an
annaying tlickering band at the bottom of the screen,
atmosphere is well maintained by both graphics and
sound. With such simplicity the temptation is to annihilate
anything that moves = but that's not a totally good idea
as | discovered when | was ticked off for shooting two
friendly planes out of the sky.

If yau're looking for something not too sasy but tak-
ing little in the way of thought power this s an excellent
contender.

FLOWER
POWER

Amiga (1Mb) - £3.50 - Licenseware

AMOS PD Library (LPD27)

Len Tucker's at it again with yet another highly imagina
tive game. This one's really for kids but the adults whao
have seen it usually end up having a go too.

Thie aim s to grow and pick flowers while avoiding
assorted nasties in the garden. Each level demands more
and mare flowers to be grown as the minimum entry for
the local flower show.

As befits its adventure style, the gameplay sees you
controlling the gardener in his task with various jobs to
be tackled in order to nurture nature.

Digging a plot is followed by the planting of seeds.
But seeds need to be watered to grow, and the watering
can needs regular refills. If you become too distracted by

SHAMELESS PLUGS!

Software supplied by:

Vally PD - 091-587 1195 (Amiga), PO
Box 15, Peterlee, Co. Durham, SR8 1NZ
Amiganuts United - 0703 785680
{Amiga) 169 Dale Valley Road
Hollybrook Southampton 501 6QX
Riverdene PDL - 0734 452416 (Amiga),
30a School Road, Tilehurst, Reading,
RG3 5AN

Adventurers PDL - 0785 44227 (5T) 32
Merrivale Road Rising Brook Stafford
ST17 9EB

Fantasia Shareware - 0761 221585
(PC/Mac) PO Box 1254 Compton Martin
Bristol BS18 6JX

the marauding garden pests and forget to water the
plants they will start to droop. Only when beautiful
blooms are evident may you pick the flowers and deposit
them in the collecting basket

Pests range from growling dogs to giant ladybirds,
and all of them will eat your seeds and young plants if
they are allowed close enough. There's no killing invaled
though — simply shake your fist and emit a Kung-Fu style
war ry to scare the beasties away.

Animation is simple but effective and the graphics
generally reflect the targeted child player. One touch
which alw.ays tickles me is the way the gardener looks as
though he's doing a "Prince William* while operating the
watering can. The entire game is joystick controlled and
frantic without being too anxious to kill you aff

MEGABALL

Amiga - £2.50 - PD

Riverdene (GAM906AM)

One of my all time favourite games has to be Breakout
and Megaball is one of the best clones around. it's so
good that even creaking under pressure of work | had to
play for a whole afternoon — just to test it, you under
stand.

Although gameplay is pretty standard - hit the ball
with your bat to take out all the bricks in the wall - the
features included in this version make for a whole new
scenario. All the ald favourites are there of course -
bombs, glue, shrink, expand and so on, but you also have
icons which toggle tunes, turn your bat into a high pow
ered laser, take out solid bricks or slice through them like
butter. Invisible bricks cause chaos too,

With all this to contend with you tend to forget
about the ball altogether. Who cares where it is when you
have just made a double-elongated bat and can’t move
sideways far enough to avoid the bomb now an its inex-
orable way towards you, Highly recommended for all ages
and reflexes.

See you next month|
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HI JOHN!
COME AND LOOK AT THIS...
I'VE JUST GOT HOLD OF
3 GREAT GAMES,

(TS AGAINST THE L AW

"i "':
P
TO HAVE THESE ? o
FA 5.#1"55;‘”5?_!&-' f ,' e Y iy " |- ‘ |JIJ-' “ jl-l'”H“;_EH“""'
PIPN'T REALLY THIN '

-

-

~ Ted

— AND FA.S.T
ARE OFFERING £1000
IF WE HELP.

: ¥ GET HOLD OF A PEN,
g (VE GOT AN

geul 1¥ON ADDRESS FOR. 5

FOR INFORMATION
LEADING TO A
PROSECUTION
& CONVICTION

MHISCAMPAIGN ISORGANISEDBY — AN'Y INFORMATION ON PIRACY SHOULD
E L S P A BE PASSED TO F.A.S.T. (THE FEDERATION
AGAINST SOFTWARE THEFT)

PIRACY
A= TELEPHONE071-497 8973 ISTHEFT

ON THESE CRDOKS
I'VE GOT THE NUMBER FOR
FA ST HERE,
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i 1-7 September
' SOFTWARE RELEASES
| Domark: James Bond
Collection (ST, Amiga £29.99).
Compilation comprising
Licence to Kill, Live and Let
| Die and Spy Who Loved Me.
Thunderjaws (ST, Amiga
4 £24.99, PC £29.99).
: Friday 23
ricay : mutant sharks and the like in
AUGUST 1991 Liberation Day, Romania. Tongan colr-op conrarsion,
Middlesex County Council delayed from originally
Independence, Indonesia. Football:  announced plans to open a new scheduled July release.
11-17th July First Saturday of the 1991-92 type of school, called ‘comprehen-
SOFTWARE RELEASES Barclays league season. sive’, on this day in 1948, Mindcraft/Electronic Arts:
P Saturday 24 “ﬂ“nm‘“""‘m‘: :::wm-"’-

; Athletics: ionshi Pl
GBH: Super Cars (ST, Amiga i i S f etics World Championships spiore S dkatidud tomele
£7.99). Re-released top-down 9 begin in Tokyo. of Gurtex. Zone Warrior (ST,
racing game in futuristic set- SOFTWARE RELEASES Amiga ﬂls.!!l- Platform

- tqh:ﬂwh M-Idhr from the 25-31st August game with five time-travel
catalogue to be Cinemaware: Double Double SOFTWARE RELEASES scenarios and plenty of
% released this week: Bill (Amiga £35.99). TV Sports mazes and puzzles en route.
-l Impossamole (ST, Amiga Football, TV Sports Baseball, Image Works: Xenon 2:
£7.99). Footballer of the Year Wings and Lords of the Megablast (CD-TV, Pﬂe;TlAl; Gremlin: Pegasus (ST, Amiga
— 2 (ST, ll‘l:ﬂﬂ;ﬁr:l. Kid Rising 5un, all in one pack- The graphics, the scrolling, £25.99). Airborne shoot ‘em
Gloves from age. horseback
B | Millenium - ST, Amiga £7.99). ml't_"‘:l: o “'m_'"m” . o NE
Cloud Kingdoms (aiso ex- Mirror Image: Sinbad (ST, Falc A T"'] Lankhor/Ubi Soft: Vroom
?O> Millenium - ST, Amiga £7.99). Amiga, PC £9.99). Conflict Flight ,f::m':::w i (£24.99). Racing game.
Europe (5T, lmiﬂl. PC £9.99). sis on realistic controls Ubi Soft: Music Master (5T,
-~ Mindscape: Blue Max (ST Spectrum Holobyte: Flight of Amiga, PC £34.99 - ST and PC
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¥ [ ol Ho! Our request for bogus game scenarios
I last month had us rolling in the aisles for, well,
I 1 at least five minutes. The winner, after consider-
able debate, has to be M. Furnival of Runcorn, whose
entry kept us chuckling the longest:

Mr Furnival's spec for Penultimate Braw! Il™ intro-
duced the hideous possibility of virtual reality beatem-
ups, featuring two game modes: '...TOTAL WEAKLING -
lots of places to hide until those nasty men go away (or)
SLOBBERING MANIAC - nowhere to hide, but who
cares...you're there to eat human flesh!

The game kicks off (literally) as you 'Don your head-
set...and watch in horror as a gang of roughnecks
break bottles over the head of your girl.’

'Good luck!” exhorts the blurb, '...and let's be careful
out there!' Well done, MF, your game is on its way. And
an honourable mention to Nick Oldfield who managed to
come up with a scenario that punned on literally dozens
of welkknown games.

#

And now for a mega compo because, as you'll find out
below, Blitter is departing ACE this month after four
years of (mostly) faithful service. He reckons you
deserve something a little bit special for putting up with
him, and here it is...

ACE is mounting the Advancing Computer
Entertainment conference at the ECES in Earls Court in
September (on the 5th and 6th, to be precise). At the
time of writing, this conference will give games enthusi
asts the unique chance of meeting and hearing from
such luminaries as Chris 'Balance of Power’ Crawford,
Brian 'Beyond Zork' Moriarty, and a host of others. This
is a serious affair — perhaps the first professional com-
puter games design conference ever held in
Europe = and the entry price reflects this: £65 for
two days, eight speakers, lunch, and a panel ses-
sion.

If you think that's pricey, remember that equiva-
lent events cost at least £200 to enter and usually
much more. However, we recognise that for some
ACE readers this sort of cash is out of the ques-
tion, so Blitter is stepping in with a unique chance
for five lucky chaps (or chappesses) to get in for a
duck. If you win, you'll be_rubbing shoulders with
some of the biggest names in showbusiness.

So here's your chance. Simply write down on a
postcard the name of the game you consider to be
the best designed program you've ever played,
and then tell us why you chose it. The five tickets
will go to the five entries that demonstrate to us
the keenest design sense — you don't have to be
literate, abel to spel, or even funny -
we just want five people who REAL-
LY think they know what makes a
good game, and who can tell us
what, in their opinion, that X-factor
is. Get to it! The address for entries
is:

ACE Blitter Good Bye Compo

Priory Court

30-32 Farringdon Lane

London

ECIR 3AU

...and the deadline for entries is
August 30th. You MUST also include

your daytime or evening telephone number for contact,
just in case you win!

For many of you, especially those of you involved in
entertainment media, this conference is really too
important to miss. You can book a ticket by telephoning
Steve Cooke or Sarah Ewing on 071 251 6222 for
details. Attendance is strictly limited and interest is
already running very high, so get in touch soon if you
don't want to miss out.

&

And so farewell, after 48 issues. Blitter can exclusively
reveal that ACE was originally going to be called Blitter
(yes, it's true) but a last minute decision went for ACE
instead, with Blitter being reserved for the final page.

Early Blitters make pretty ironic reading — the first
reported how Durell Software's latest astrology program
had predicted that the company would get into financial
trouble. The company disappeared soon afterwards. In
the second issue, Stuart Bell and Wild Bill Stealey of
Microprose are seen cutting a celebratory cake togeth
er — later they were cutting each other as Bell stormed
off to start Electronic Zoo. Then it was Telecomsoft and
Hewson going to court — now both of them are off the
case. Plus ca change...

...And the games....Blitter particularly enjoyed
Impact (the Arkanoid derivative), Plutos (an early ST two-
handed shoot'em'up), Bonecruncher from Superior,
Uitima V, Cosmic Osmo (while it lasted), Lurking Horror
{what other game has had rats 'chittering’ in it?), Beyond
Zork and, more recently, Martian Dreams. Old readers
will always be welcome at the Sunnyside Home for
Retired Hacks, but watch out for that bedpan...

& Blit Blit!

IN NEXT MONTH'S ISSUE

Next month we're launching the 5th Year
of ACE with news of some major
advances in magazine technology! We're
not giving anything away, but get next
month's ACE for the full story! Plus...

® The Gremlin conference: check out the cur-
rent games in development at the home of the
hottest racing sims around...

® Exclusive pre-ECES show reports...

® ...And a host of surprises. Don't miss it!

Dear Newsagent,

You may not have noticed, but I'm a damn
slight quicker on the fire button than your
average Joe. My exalted gamesplaying status
demands nothing but the best, so please
reserve me a copy of the world’'s hottest com-
puter entertainment magazine: ACE.

PS ACE is out on the 8th of every month.
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